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To apply this calculation, let us ſuppoſe . 
right- band Adverſary leads a Suit, of which you 
have the King, and one ſmall Card only, you. 
may'obſerve that it is 2 to 1 by putting on vie: 
King, that the left-hand Adverſary « cannot win it. 

Again, Let us ſuppoſe that vou have the 
King, and three ſmall Cards of any Suit, likewiſe 


I would-know which is the beſt Suit to lead from. 1 
Anſwer, From the King, becauſe it is 2 to 1 
that the Ace does not lie hehind yon; but it is 
5 to 4 that the Ace or King of any Suit lies be- 
bind you, and donſequently, by ien from "AJ 
your Queen - Suit, you play to a di ſadrantage. 

24 CALCULATION. It is 53 to 4 at leaſt, 
that your Partner has one Card out of any two 
certain Cards; the like odds is in faugur of 
your right hand and left- hand Adverſaries: 
therefore, ſuppoſe you have two Honours inany | 
Suit, add knowing that it is 5 to 4 that your 
Partner holds one of the other two Honours, you | 


Go by this knowledge play your Game to a 
greater m_— of certainty. 


Again, ſuppoſe hat Saut "he | 


[| Qeeen and one ſmall Card in any. Suit only, and 


that your right-hand” adverfary leads that Suit, 
if you. put en your Queen, it is 5.19.4 thatiyour | 
left-hand Adverſary can vin it, and therefore 1 
you play 5 to 4 to your, difadvantage:, ., .., | 

234 CALCULATION. It is 5 to 2 that your [ 
Partner has 2-Card out of any 3 certain Cards. 
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band Adverſary leads from that Suit, if you put 
on the Knabe, it is 5 to 2 that your left hand 
| Adverfury has. either Ace, King, or Queen of 
the Suit Jed, and! therefore you play 5 to 2 
i : Hehe yourſelf; : beſides, there is à further 
| | conſideration 5 by making a diſcovery to your 
| / right-hand. Adverſary, he fineſſes ee you 
Partner throughout that — Init, 
And, in order to explain the peceſſity there: 
is of putting the loweſt of Sequences in all the 
Suits led, let us ſupp oſe that your Adverſary 
led a Suitzof which you have the King, Queen, 
and Knave, or Queen, Knave, and Ten; by 
putting on your Knave of the Suit of Which 
you have the King, Queen, and Knave, it gives 
' your Partner an opportunity of calcolating the 
odds for and againſt him in that Suit, and alſo 
in all inferior e of which 1 8e· 
quences. es 
EL A farther aſe 1 may ts aa of abs 3 
calculation: Let us ſuppoſe, that you have the 
Ade, Kiog, and two {mall Trumps, with a 
BS | Quint- Mayor, or five other winning Cards in 
pour band. in any Suit, and that you have play- | || 
ed Trumps two rounds; and that each perſon 
followed Trumps; in this caſe there are eight 
Trumps out, and tio Trumps remaining in 
your hand, which make ted, and three Trumps 
which are Khivided between the remaining three 
| | Players, of which three Trumps the odds is 5 
to 2 in your fayour that your Partner has one: 
| | and therefore out of ſeven Cards in your hand, 
Hf 3 are intitled to win ave Tricks. . 
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8 to 9, upon the beſt compuration 55 at 
preſent, is about three and a half in the hundred 
in favour of eight with the Deal ; againſt the 
Deal, the odds is ail, 0, 8 in favour 
of eight, e | 
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Calculations at whit for the While Robber. | 


I Uppoſe 4 and Bare at play, and that Air 
one Game, and eight Love of the ſecond 
Game with the Deal. N 
Quere. What is che odd, throughout the | 
Whole Rubber? K 
1 Game Love and 9 1 of the N 


Wann (upon ſuppoſition of 9 Love with Ta. 


Deal) being nearly 6 to 11 
Firſt Game and 9 Love of 2 Wh ; Bos” 
ſecond Game is nearly 13 0% 
Firſt, Game and 6 Love of the 
ſecond Game is a little more 

than the former 


Firſt Game and 7 Love of the Me 


"ſecond is nearly 


is nearly 
Ditto and 5 Love of the ſecond 


„„ 4 1 
4 


is nearly n | 74 55 x 
Ditto and 4 Love af the ſecond e 
| | 5 to 1 
is nearly _ COM $I 
Ditto and 3 Love of he tedhn# 3 
— — 41 to 1 
is nearly yr 
Ditto and 2 Love of the Tecond* 4 to 1 


Us nearly | 


F | 3 Alot TREATISE on 

Ditto and * Love of the ſecond: is 10 2 
F : nearly -. V 1 
14 The calculations are made with the Deal. : 
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. ſoainſt. the Deal. 
"ddd A and B are at play, and tha” 4 110 one 

| Fefe and any number of points i in, the ſecond. 
Dea | | . 

Firſt Game and 9 Lore of the fee? Gy, 1 0 2 
cond is nearly. | ' 

| Ditto and 8 5 of the lame Game}, 11 to * 

lis a little more) 5 

Ditto and 7 Love of the becotid hd oo 5 to 1 

Ditto and 6 Love 155 the ſecond 


7 Y 3 
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Sache is 1 0 he & 2 ws 9, | 
Ditto and x Love t econ 1571 
Games neatly 6 10 4 
AI be uſe whith' is to be made of the foregoing. 
4 | , calculations, may be made by dividing the er 
according to the Tables herewith ſet down: ' 

1 Theſe calculations have been approved of — 
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Same is N to 5 
% Ditto and 5 Love &f the fecond? 1 = mo 
Ft Game is Sear) > 
Ditto and 4 TY of the ſecond? hy 3 „ 
Same is . 
Ditto and 3 Pte of the =: 1 
1 Game Fac 8 8 | 5 2 . 

Ditto and 2 Love af the! ſect 3 2 
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the Gang mer "mt i 
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-BEGINNERS, 8 


wes you lead, begid with the beſt Suit 


in your hand; if you have a Sequence 


of King, Queen, and Knave, or Queen, Kaave, 
and Ten, they are ſute leads, and never fall 
gaining the Tenace to yourſelf or Partner in 


other Suits; and begin with the higheſt of the 


Sequences, unleſs you-have 3 in number: In 


that caſe. play the loweſt (except in Trumps, 


when you muſt always play the higheſt) in order 
do get the Ace or King out of your Partner's or 
Adverſary's hand, by which x means © ht MARS | 


room for you. R 
11. © > 
If you hays 5 of the Galle Trump, and not 
one good Card in the other Suits, trump outʒ 
which will have this good conſequence at leaſh, 


to make your Partner the laſt player, 285 by 


that means give him wag Tenace. 
_—: 
If vob 2 ſmall Ttu 


5 * 12 


mps only; with Ace 


an King of two other Suits, and a deſicieney 


of the fourth Suit, make as many Tricks as you 
can immediately: and if yr Partner refuſes 
either of ybur Svits, do not force him, becauſe 
that ** weaken' bis game too much. De, 
1 IV. 2 ITS. K 

- You med feldom return your. Partnet's1 lead, 
I you have good Suits of your ewn to play, 
F it be to endeavour to ſave or win a 


e | AE; a 
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Game: What is meant by good Suite, "is; in 


is ſtrong in Tom: af [he is weak, you. do diq 


n o injury. 
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M TrvaTISE en Y 
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| caſe you ſhall have Sequences of King, 
Ad Sg or N Knave, add Ten. * | 


if yon bar each 5 Tricks, alen are 


1 affored of getting 2 Tricks in your owo hand, 


do cet fail winning them in ekpectatiod 6 


ſcoring. a that Deal ij bega if Adu Joſe the odd 
Trick; it makes 2 difference, and, you play 2 - 


It i to 1 againſyourſYe. 5 „ Hig il 


An exce gtion to the ore going Neale 8, when 
you ſee a 5 roba ity either of ſaving your 
Lurch or winning che Game, in either o of w Ich 
caſes you n I the odd Tric. 

TY yrs cs M. nt W. 

When on ave a probability of winning che 

always-r 4 Trick or two, e 
ſhare of the Stake, which your Adverfary has by | 
a new Deal, will amonnt to more than the | point 


or. yo which pou. riſſ by that Deal. 4 
2 8 ie ee Fc 
Be 25 » 45 5" © 74 ; 


3 enen ag) _ — nn 
©. 8s in that eaſe is to.xilk a 


lead, your huh 
Tick or two, in hopes of putting vont game 


4 _ an e Wrrrkure — — you have 


—_ or 2 — 5 Trumps; 5 A means 


you will ſtrengehes your Pangper's game, if he 


vil. if 


* 
Woo ks, aces 


— 2 — oo errern— ces. 
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If you-are four of the SOLE you wal N 
for an odd Trick, becauſe it ſaves one half of 
the Stake which you play for; and; in order 
to win the odd Frick, though you are pretty 
ſtrong i in. Trumpe, be. cautions how you trump 
out, What is meant by ſtreugth in Tromps, 
is, in caſe you ſhould have I Honour and 3 


Trumps. | | ae e WD e 


IX. 8 * INE 5 * * b 
If you! are 9 of the Game, and thengh very 
ſtrong in Trumps, if you obſerve ꝓ er 


to have a chance of trumping any of your Ad- 
verſary's Suits ; in that caſe do not trump out, 


but give him an opportunity of trumping thoſe 
Suits. If your Game is ſcored 1, 2, or 3, von 


muſt play the reverſe; and alſo at 5, 6, or 7; 
becauſe, in theſe two laſt recited caſes, you . 


is more than 1 Point. e 
E 


If you are laſt ir: and ane chat this third' 
Hand cannot put on a good Card to his Part- 


ner's lead, admitting you to have no good Game 


of your own to play, return the lead upon the 
Adverſary which gives your Partner the Tenace } 
in that Suit, and often obliges the Adverſary to 
cdange Suits, and . 9 55 the Tenace 1 
in ray new Suit ado.” % Uh 


17 you l Pry Kiog, out four ſmall 
Trumps, begin with a ſmall one, becauſe it is 


2n equal wager that your Partner has a better 


Trang: than * laſt layer; if ſo, you have 
C - N 773 


99 i 


| * 24 Art TaRATIS of 


three woe of Trumps; if. not, you. cannot 
BY fetch wow alt che wee „„ 
TY it you Feds A Kings Knave, aud: hats 
? BY mak Trumps, begin with the King, and then 
i play the Ace (except one of the Adverſaries re- 
fuſes Trumpt) becauſe the odds is in e fa- 
3 {Four that the Queen falls. 


ee 

| nf you have King, Queen, and four ſmall 
' Trumps, begin with a ſmall one, becauſe the 
odds is on ty ide that your Partner how an 
. een 3 2 
62 FG Ls XIV. F 

7) 4A FRE King, Queen, Ten, and cheek 
"Gail Frumps, begin with the King, becauſe 
you have a fair chance that the Knave falls in 
the ſecond round, or you may wait to fineſſe 
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1 Pour Ten upon the Return of Tramps Fre 

FY our Partner. 5 s | | 
3S | Refers to chap, VII. caſe Ts 2, 5 = 

2 . 


5 IFR you have Queens Runave, ae: fs mall 
1 Were begin with a {mall one, becauſe the 
a odds 1s in 4s" favour tha /. 4p Partner has 
an ae 8 
N 4 8 1 0 XVI. N 36h V 
1 = you have — Knave, Nine, and e 
ſmall Trumps, begin with the Queen, becauſe 
Fou have a fair chance that the Ten falls in 
the on 5 mn wan 10 den 
de Nine e „ Ah 
5 * to chap. vu. cas 1. 2, s. | 
1 85 | XVII. il 
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If you OS Knave}: Fen, 1 four ſmall 
Tromps, begin with a ſmall one,; for the re- 
ſons aſſigned m No 1.6. 7 E 4) St oY ; 411 
e wy l A121 
If you have a Knave, Ten, Eight, and 8 


ſmall Trumps, be in with the Knave, in order 


to prevent the Nine from making ia Frick, and 
the . is in your favour that the three fis. 


ours N in two rounds. 


e e e 
lk you 3 * Trumps wy a. 1 8 — dos? 


mination, you are to begin with the loweſt, 


unleſs you ſhould have Ten, Nine and Eight, 
and aff Honour turns up againſt you; in that 
caſe, if you ate to play through the Honour, 
begin with the Ten, which obliges the:Adver-: 
lary to play his Honour to his diſadvantage, 
of leave it in your Partter 8 wenn whether he 
will paſs it or not. $58 off 758 EY 


. 1 4 * ? 
XX. "x '4 1 P Vi 4 i © 4 ; : * 


If you have . King. and theta ſmall 


Trumps; begin With mall ly for the wake N | 


"CI ne” 15. £14 4+] 5 7 Ns SELL EM AP 
6s; rae 4 MBdvors ho chown gr , 
11 you have Ace; King, and Knave; Aid v two 
wall Trumps, begin with the King, which, next 
to a moral certainty, informs your Partner that 
you have Ace and Knave remaining ; ; and, by put- 
ting the Lead into your Partner's hand, he plays 
you a Trump, upon which you are to fineſſe the 
Knave, and no ill conſequence can attend ſuch 
play, * the Queen lies behind you ſingle. 
IAN G 2 | Refers. 
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A ſhort Tarariaz on of 


Refers to chap. Vi; Caſe Is 2, 3. 
Amar XII ae 
3 5 © of you have King, Queen, and three mal 
'rumps, begin with a ſmall . for the aſhgned 
Walden in No. 15. * | 
TT: EN 
* * you have K iog, N sen, en, 3 ſmal 
5 rumps, begin with ow King, for the, reaſon: 
A —— in No. 21. 
118, o! bas th XXIV. X Sy 811 
* von haye th Ie Queep, Koaye,, and three 
ſmall Trumps, begin with'a ſmall one, for the 
reaſons en in Not ?- 
" 28% B. 535 1 XXV | 
7 1 55 Fon n a Knave, Nine, 5 twe 
camps, begin with the Vece, for th. 
dent Nos ian 1.25; 
bes | 
If you have Knave, Ten, 77 three ſmal 
Tramp begin with a ſmall es lar. dhe reaſon 
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. you. 2 B56 Kaser Ben, Eight, and twi 
Fmall Trumps, begin with the Knave, becauſ 
in two rounds FAY: it ĩs odds but that th 
Nine falls; or upon the return of Trumps fron 
your Partner, you mw 5p the Eight. 
or th i 
if, nas irs Tem 17 0 f lower  denomina 
tion, it is the b beſt ay 20 begin with. the loweſ 
uoleſs you have a Sequence of Ten, Nine, an 
| 9 in that miſe begin eee of th 
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the be ofv W Ht: ST. oy 
If you _ Ao Kidgs e two o mall Trumps, 
degin with a r obe, ; Wie reaſons W. e in 
No. 9. 1 Fo ED | 
EE —— 
If you hare Ace, King, Knave, dſt one ſmall 
rump; begin with the King, Fans the tang AY 
aſhignes in Ne. 28” | OO 
| XXXI. > 
If you have Kings Queen, ak two ſmall 
] oye forthe ee 
abgael in Ng. hot eee, 
. XXX. e ö 
If - you have King, Qoeen,. 83 and one il 
fmall Teucdp; begin with the King, and wait 
for the return of | Trumps from your Partner, 
when you are to finefſe your! harry: in Wee? to 
win the Knave. . 
1 387 Diu XXXIII. N =. 
Ig gu have Queen, Kaye! A and one 
ſmall Trump, begin with the "Queen, in order | 
to pr]oveny. the Fm from' making 4 Trick. N 
705 DAG XXXIV. N 9 
If yon e Rind; Ten, and two ſmall 
Trumps, begin with'a ſmall one, for the reaſons 
1 * No. 15. I 508 | 
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4 967 XN. 
If you "have Knave, Pen, Eight, nod; one 
ſmall Trump, begin with the N in order to 
prevent the Nine making a Frie 
44 3 i XXXVI. — 
rf oo have Ten, Nine, © night; Nod one 
Cal Trump, begio with the Ten which leaves 
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16 you Ade Ten, and three ſmall Tramps, 
begin with a ſmall one. 


* en HA P. 8 NS Frets 83 
Same PARTICULAR, Ros, to lat, q 
15 mo tac 
r vou bave Ace, King; 10 four Wal rmnäipe 
; with a good Suit, you muſt play three tounds 


of Trurops, otherwiſe you pg have your hg 


Suit . | - 
Mp + bnd 25 1 
If you have Rig 8 an fork ſmall 
Trumps, with à good Suit, trump out with the 
King; becauſe when you have the lead again, 
you have three rounds of Trumps. .: 
"ABI. +. 
if you have King, Queen, Tm and hy 
ſmall Trumps; with a good Suit, trump out 
with the King, in expectation of the Knave's 
fallizg atthe ſecond round; and do not wait to 
fines the Ten; tor fear your 8 suit ce 
be trumped. eee oo mM 995 | 
n. Iv. ion 39 *D 
11 vou hve Quees; Knave; and is) ſmall 
Trumps, with a good 5 1 4 &: 


Imall one. 9 „ 4201 1195 
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If you have the een, Knave, Nine, and 


4 q two imall TL uh a good 12 trump out 


with, 


— 


will 


to fineſſe the Nine; but trump out a ſecond time. 
fer the reaſons” Rn: in Gale are in wy 
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* if you huge: Allee Ten, and tired ſmall 
Trumps; with a op een win a 
fan one. FA, | 
115 VII. I ,35A t 17 

nf you! . — Ten, Eight, and twrg 
fmall Trumps; with a good Suit; Hump put with 
the Knave, in expectation of the dil RI 
at the ſecond round. + 

E VIII. iM een 06% 

If you have Ten, Nine, Eighty agg one call 
Trump, with a eee trump» pans ao 
Ten. 5 F0 60ht 230-300 1.226336 
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ParRTICULAR GAuEs, and the manner in auhich 
they are to he played, after a learner has en - if 

' Jome progreſs in ti fam. „ 

Uppoſe you are elder hand, and that vous = | 
5 game conſiſts ef King, Queen, and Knave 
of one Suit; Ace, King, Queen, and two ſmall 
cards of another Suit; Kibg and Queen of the 
third Suit, andthreeofmall Trumps: Query, How 
is this aid to be. played? Loo are to begin with _ 
the Ace of your beſt Suit (or a trump) which 


informs your Partner that yòu have the command 


of that Suit; but you are not to proceed with the 
_ of the fame. Wit.“ but e oy a 
rump 


[8 1 


| gh WH 184. 1 


with ebe Queen, is expeRation.;of the, Tens 
talliug at the ſecond reund; and do not wait 
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A Trump next; and if you find. your Partner has 
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no ſtrength to ſupport vou in Truwps, and that 
your Adverſary plays to your weak Suit, viz. the 
King and Queen only, in that caſe play the King | 
of he Suit which belongs to the beſt Suit; and 
if you obſerve a probability of either 'of your 


Adverſaries being likely totrumpthat Suit, pro- 


ceed then and play the King of the Suit of which 
vou have King, Queen and Knave. If it ſhould 


fo happen, that your Adverſaries do not play to 


your weakeſt Suit, in that caſe, though appa* 


_ rently your Partner can give you no aſſiſtance in 
| Trumps, purſue your ſcheme of trumping out as 


often as the Lead comes into your hand: By 
which means, ſuppoſing your Partner to have but 


two Trumps, and that your Adverfaries have 


four each, by three rounds of Trumps, there 
remain _ two  Tronys again] yu ; 
een, 
gere ou have Ace, King now, and 
one ſmall Trump, with a ſequence from the 


King, of five in another Suit, with four other 


Cards of no value. Begin with the Queen of 


Trumps, and purſoe the Lead with the Ace, 
Which demonſtrates to yo] Partner, that you 


have” the King: And as it would be bad play 
to purſue Trumps the third round, till you 
have firſt gained the commando of your great 
Suit, —4 — 0d thus. ie likewiſe informs 


| dee, e Oben, — * I 4 more, 


and | 


the Ganz s „ 21 


and. Trumps went round twice, you could re- 


ceive no damage by playing the King the third 
When you lead Sequence, begin with 


round. 
the loweſt, becauſe if your Partner has the Ace 
he plays it, which makes room for your Suit. 


And ſince you have let your Partner into the : 


{tate of your Game, as ſoon as he bas the lead, 
if he has 2 Trump or two remaining, he will 
play Trumps to you. with a moral certainty 
that your King elears your Adyerlarienibands of 
all d d e 8 1 i ee 4 Nes | 
av SY III. '5 5 10 48 1 TOY een 
Second Planer- e293; 
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J 2, J 23 | FEoLE 4 4% 
1 2 4 14418 9 fy 
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Soßpole you. have Ace, King, and two ſmall 
Trumps, , with a. Quint - Major of another Suit; 
in the third Suit you have three ſma}l Cards, 
and in the fourth Suit, one. Vour Adverſary 


on your right-hand. begins with playing the 
Ace of your weak Suit, and then proceeds to 
play the King: In that caſe, do not trump it, 
but throw away à loſing Gard, and if he pro- 


ceeds to play the Queen throw away another 


loſing Card ã and do-therlike the fourth time, 


in hopes your Partner may trumpe it, who will 


in, that cafe pls Trump, or will play to 


your ſtrong Suit. If Frumps are played, go on 


with them in zwo, roi, and then proceed to 
play Jour i ſtrongoduit vaby which means, if 


there happen d be four, Trumps in one of your 


Adverſaries hands, and two in the other, 
Which is neatly ,the,.caſe, your Partner being 
intitled to bays, three Trumps aut of the nine, 


between 


Ms 


a ——_——— ſix Trumps, 
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of another Suit; with two {mall Cards of each 


mand in your own hand, 
Who led Trumps: to you, puts vp a Trump 


Kerwiity. the Adverſaties.s $ your Sena Shit 4, 
forces their beſh Trumps, and you have a pro- 


hand only; whereas if you had trumped one 


Game requires rather to deceive, your, Adver- 
faries, than to inform your. Partoery put up 
- the Nine, which naturally leads the Adverſary 


between bis Partuen unq 


> , 


27 flor ; r on. 


bability of. making the odd Trick in your o.. 


of your Adverſaries beſt Cards, you bad ſo 
weakened your hand, as probably not to make 
. than five Torts: without. your Partner's 
1 4 r e 
446 7 tip Rot; 
* Suppoſe you. 0 Ace, 54 and, e 
ſmall Trumps ; Ace, Queen, Ten, an Nine 


of the other Suits 3 your Partner leads to your 
Ace, Queen, Ten, and Nine; and as this 


to play Trumps, if he wins that Card, As 
ſoon as Trumps are played to you, return 
them upon your Adverſaty,, keeping, the com- 
If your Adrerſary 


which your Partner catinot win, if he has no 
good Suit of his:ownate:/playy be will return 
your : Partner's Jead}»imagining that Suit lies 
\yoors 1 If this ſmeſſe 
of yours ſhould. ſucceed, you will be a great 
gainer by it, bag learcely. polite 26; be 4 
longs aft Nen 2185 4 N e 
1 4 180 Sa 1 5405 1 

Suppoſe. you have, Aces Xing, and three fall 
e r with a Qpart: from à King, and two 
e e of akother Suit, and one * Card 
to 


toeach of the other Suits; your Adverſary leads 
2 Sant, of which your Parther has a Quart-major;z 
wit” your Partner puts up the Knave, and then pro- 


one If ceeds to play the Ace: you refuſe to that Suit 


ſo by playing your looſe Card; when your Partner 


ee But if he lead to the Suit of which you have 


tine. none, trump it, and then play the loweſt of your . 
ach Sequence, in order to get the Ace either out of 
ug your Partner's or Adverſary? s hand; which ac- 
this compliſhed, as ſoon as you get the lead, play 


er- two rounds of Frumps, and then proceed to 


UP play your ſtrong Suit. Inſtead of your Adverſary's 


ary” playing to your weak Suit, if he ſhould play 
As Trumps, do you go on with them two rounds, 
urn and then proceed to ger the command of your 
em- ſtrong Suit. But you will ſeldom find this laſt 
aty method E except by moderate players. 


no R A. Bos 1 wa 


urn Games to ho played. with certain 0a ervations 
lies whereby you are alſured that your Partner has no 
elſe more of the . played either by pat uf or- t 2 


reat I. Fit Example. 


e 4 \ Uppoſe: y lead from Queen, Ten, Nine, 
A EDS; and two {mal} Cards of any Suit, the ſecond. 


_—_ puts on the Koave,- your Partner plays the 
nall Eight; in this caſe, ow having Queen, Ten, 
and Nine, it is a*demonſtration; if he plays well, 
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ake plays: the King, your Right hand Adverſary 
ers trumps it, ſuppoſe with the Kuave or Ten, do 
not overtrump him, which may probably loſe you 
two or three Tricks by Fee your hand: 


dat he can have no more of that Suit. Thefefore, = 
; by -- 


. 


"a 4 4 frort —— on” 
by that herein, you may, play- your "Game | 
_accordingly, either by; forcing him to trump 


that Suit, if you are n d N or 155 
of playing ſome other Suit. 1 


1 I, See Ek mple.. . 
7 $ \ = Suppoſe you have King, Queen, and Ten, 
of a Suit, and yon lead your King, your Partner 
plays the Kors ths demonſtare de bas no 
more SOTO! Thr $9.4 FS; ö bow 


III.. e Example N partes eh 10 former. 
. - _ Suppbſe you have King, Queen, and many 
more of a Suit, and you begin with the King, in 
ſome caſes it is good lay in a Partner, when he 
has the Ace and ven all Card in that Suit only, 
to wia his Partner's King with the Ace, hetrumps 
out, and after he has cleared the board of Trumps, 
he returns his Partner's lead; and having parted: 
with the Ace of that Suit, Which polfbſy could 
not ha ve been done if he had kept wad command 
in his Hand. ene YH Fei 
And ſoppoling ki paltuer has no aher gend 
Card i in his band. beſt Fes that Suit; he loſes no! 
thing by the Ace's taking of his King but it it 
ſhonid ſo happen that hejhas a good Card to bring 
in that Suit, he. gains all the Tricks which he 
makes in that Suit, by this method of 1 lay: And 
as your Partner has taken your King with the 
| een and trumps 00 pon it, you have reaſon 
10 judge be bas one 6f thacSvitto-retury vod 
N 9 bd do not threw away —— . 
9 N Kis ing or Arz, 
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Particular 0 Game hb Is 3 to „ 1 
| and diſtreſs your Adverſdrier, and 1 damen. | 
ſtrate your Game to your Tae, 261 6:5) e 

1. Finſt Example. . Þ 
I Uppoſe' 1 play the Ace of a Suit of which. L | 
have Ace, King, and three ſmall. ones; the. A 
laſt Player does not chuſe to trump it, having 
none of the Suit; if I am not ſtrong enough in 
Trumps, I muſt not play gut t the King, but le- 
the command of that Suit in my hand by play- 
iog a ſmall one, which 1 muſt d in 1 8 10 
weaken hs Ws... „ . re 


2 ; 


JB. Second PEI . dee SEA 

If a Suit i is led, of which I have none, ys * 
moral certainty that my Partner has not the beſt 
of that Suit, in order to deceive the Adverſary ** 
row away my ſtrong Suit; but to clear uß doobts 
e my partner, when be has the lead, I throw 

away my weak Suit. This method 6f "play wit” | 

generally ſucceed, unleſs you play with very i. 
players, and even with 8 750 79 — i fo ther 


gain than loſ{; le by this, met E of play | ny 
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rows. away a Spade; 


is compo ed of 
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King, Knave, and one ſmall nnd: and fur- 
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your ſecond, your Partner s and you may win ſive 
8 Ii in that Suit; whereas if n had led a 


playing a ſmall Diamond, and his long Trump 


your Partner's ſtrong Suit; which is to be diſ- 
covered by the former example; and ſuppoſe 
your Partner to have Knave and five fmAll Card; 
in bis ſtrong Suit; you having the lead are t 


are to play your Ten; and ſuppoſe him to; have 
the loag Trump, by this methed he makes four 
Tricks in that Suit; but ſhould you play a ſmall 
one in that Suit, "his Knave being gone, and the 
Queen remaining in your hand in the ſecond 
round of playing” that Suit, and the long Trump 
J being forced out of his hand, 'the Queen remain- 


Trumps and- Diamonds 3 and ſuppoſe y you wia 
that Trick, and being too weak in Trumps, you 


five Diamonds ; in that caſe, by throwing. out 


e — „* 


dare not force him; and ſuppoſe yay thatl have 
ther, ſuppoſe y your Partner to bave Queen and 


your King in your firſt Jead, and your Knave i in 


mall Diamond, and your Partner's Queen hay- 
ing been won with the Ace, the King and Knave 
remaining in your hand, obſtructs his Suit: And 
though he may have the long Trump, yet by 


having been forced out of his hand, you loſe by 
this method of play three Tricks in that Deal. 
. een enn vn, off 
 Snppoſe, in the like caſe of the former, you 
ſhould have Queen, Ten, and one ſmall Cardi it 


play your Queen, add when you play again, you 


ing in your hand obſtructs the Suit, by which 
method of play you lofe thre: Tricks in tha 
Deal. = ; | SS III. 
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DUE ehen in the courſe of play, as in the 0 | 


one of that Suit 3) your Fu 1eads the Ace, in 
that cafe ptay-your: Ten, and in the ſecond your | 


ob ſtrackidg your Partner's. great Suit 1 


III. Third Example. 


la the former examples you have 9050 fg x 


poſed to have the lead, and by that means 
have had an opportunity of throwihg out the beſt 


Cards in your hand of your Partoer'e ſtrong Suit, | 


in order to make room for the whole: Suit; we 
will now ſuppoſe. your Partner is to lead, and! in 
the courſe of play, it rears to you that your 
Partner has one great 

and four fmall ones, and that 


1 have veen, 


Ten. Nine, and a very ſmall one of that u; | | 
when your Partner plays the Ace, you: are 10 play = 


the Nine; whes he plays the King, you are to 
play the T en; by which means you ſee, in the 
third round, you make your Queen, and having 


your Queen and Ter, and the Knave had fallen 
from the W N vou bad loſt. t two Tricks: 


mer caſe, ydu find your Partner to have one great 
Svit, and that you bave King, Ten, and a Fall 
King: This method is 40 prevent a PpoMhbility « of 4 


3 14." ONT" Hiſib Example... DL 592 
Sappoſe your Partber his Ace, King, and 


foot mall . dit, and that you 
bave Qteen, Ten, and a 


all Card, in that 
Suit; when dE plays his Ace, do you play your 
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t; ſuppoſe Ace, King, 


a ſmall one remaining, you do got obſtruct your || 
Partner's great Suit; whereas, if you had kept 


lf 


8 1 ES Ten, || 


it} | Fartnes has Ace, Kiog, and four; ſmall ones; 


Ik | Srl the Faaze is turned up an your 
1 rights 


and Ten; in orderwtelin che Koaves begin! to 
play with your King; by which. method of Play. 
Pour Partner may ſuppoſe you to have Queen and 
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29 
Ten, and when he plays his King, do you play 


=. Trick, which you could not have done but by } 


one to play to your Partner. 


Am TxzArisE on 
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your Queen, by which method of Play you only 
riſk one Trick to get four * 453 4D v4 by OY 
40 to Roni Va Sixth Examples: os nf os 
We will now ſuppoſe you to have five Cards of 
your Partner's ſtrong Suit, viz, i Queen, Ten, 
Nine, Einht, 1 and {1% ſm all one; and; that your 


when your, Partner: plays the Ace, do vo p 
your Eight; when he plays the, King, dooyou 
play your Nines and in the third round, no 
Bady having any of that Suit ene pt your Part- 
and then the Teo; and having a ſmall one re- 
mainingy and yeur Partner two, you thereby gain 


playing the high Cards, and by keeping aiſmall 
OY ond i of 
| ö | „or nog Silas 
C HAP. VII. = by 
Particalar Games to he playedruhen your Alper. 
. fary turns up an Hengur en your right-band, 
with Directions how to play when an Honour it 


| 1 er ned * au your left-hand, bas & S164 4.5 pf | 
| 90 K nin. Fi Example. ünt) „ 
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andhat you have King, Queen, 


Ten remaining, eſpecially if you have a ſecond 
Lead, and that you da not proceed ta-play-your . 
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II. Second Example, © 
d e e up as before, and that 


| you have Ace, Queen, and Ten, by playing of 


your Queen, it'anfwers the like Pee of the 

former Rule 8 
TT TEST Beans ane? 
If ihe Queen is turned up on your MU hands 


and that yo have ace, King, aud Knave;' by - | 
playing your Ring it anſwers the like 1 8 of 


enen (43 289 80 ane e 
© {1 v% OMEN „ Falera Euampl e 1500 &. 
Suppoſe Sd Pater turned up Un yöüt let. 


hand, and, ſuppoſe you ſhould höld een BY 


in that caſe you are to play Trumps chrouphi'that” 
Honour; but in caſe you ſhould bed an Honour” 
(except the Ace) you mult be- cautions hoW Vo 
play Trumps; becauſe, in cale your Parte Koids * 
no Honours, your Adverſary/ will Lon, 7e N 
Game . vou, 
c HAP. vii.” 
4 Ca 5 ro + denote the Hate 7 gra 
IG bind (ra 70 
wee 4050 7 eiten, Ag * tid 
a Quint- Major in Trumps, with a Quint- 
Major and three fmall-Cards-6f another Süſt, and, 
hat A has the Lead: and let ud foppoſe che ad- 
verſaries C and Mo have, Only ve Trumps in 


either hands la- this aſe, . having the Lend. 


wins ereryꝝ Trick. 034 uv Sloggut va 190164 2 
1099t vad voy MRIlsiozqle g ainikme 


N the contrary Okay ena 1 
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n with, a Quint-Major and three ſmall. | 


1. | | D 5 | | . 


236 2 4 {far TREANY * 


Cards of anothe er Suit, and that E has the lead, ö 
Who forces & to trump frft, by which means 4 


* 3 
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Wins 12 five Tricks, | ee 
2 = a TIT Th 100 | | bg 3 
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4 Cazy 1 1 the Advantay q Wes Sus" 
. Suppoſe. A and #2 Partners, and "a A has a4 

i” Quart- Major, i in Clubs, they beißt # trumps, awos 

ther Quart-Majorin Nears, ater Quart Me: | 
jior in Hamel and the Ace of Spades. And 

let us ſuppoſe] the Adyerfarics Cad D to have 
the following Cards, i. C has Four Tromps, 
eight Hearts, and one 8 ade; D has five Trumps 
and eight Diamonds; 4 being ts lead plays an 
Heart, D trumps it; D plays à Diamond, g 
trumps it; and this purfting the Saw, each 


K De r _— 2 
— ie — 


1 Partner trumps a 'A Quart. Maſor of A's, and C 
bdeing to play at the ninth Trick, plays a Spade, 


| which D trumps; thus Capd D have won the 
nine firſt Tricks, and. leave A with his SITE 
Major i in Trumps only. - 181 
. The foregaing Caſe ſhews, that widnever: you 
; gain the Advantage of eſtabliſhing a Saw, it is 


114 
i || your intereſt to embrace it. 
| #8 - 
10 [7hat 5 ws in 7576 Trearft 25 he baue. „re 
= FX ih F100 08,3165 t&1 
3 3 we 0 HA P. I. St 65-11,:5554 
'Y BY Bemalung bse of UusE S er miraf avith 
33% Calculations; demenſtrating\when it is proper, 
TH wer ſecondhand, toput up tbe Ring, Queen, Knave, 
= 3 as 
„ Ter, with one ſmali Card any Suit, &T, 
3 3 Uppoſe you have four ſmall Trumps, in the 
1 three other Svits you have one Trick ſecure 


N 


— Trump, 


nin cach of them; and ſuppoſe your Partner has no 
L 


the GA WHIST. 37 
Trump, in that caſe the remaining nine Trumps 
18ſt be divided between yaur Adverſaries; fup- 
poſe five in one hand, and four in the other, 
as often as you have the lead, play Trumps; 
and ſuppoſe you ſhould have four leads, in that 
caſe, you ſee your Adverſaries make only four 
Tricks out of nine Trumps ; whereas if you had 
ſuffered them to make their Trumps ſingle, they: 
might poſſibly have made nine Tricks 
By this example, you ſee the neceſſlty there 
is of Wee 2 Ane for * . moſt 
occafion idly. ae 507 Py BUD Os 


ys an vet wk is an exception) to * Joreg ping 
d, C Rule, becauſe if you find in the courſe of play, 
each that your Adverſaries are very ſtrong in any par- 
nd' Gf ticular Suit, and that. your Partner can give vou 
pade, vo aſſiſtance in that Suit, is ſuch a caſe you ate 
n the ¶ to examine your own, and alſo your Adverſaries 
nart- Scores, becauſe by keeping one Trump in your 
hard to trump ſuch Suit, it may be aer 2 
r you” means to ſave or win a, Game, 
it is Mt; : | 


193: Soppeſe: you babe Ace, Queen, and two ſmall. 
fed} Cards of any Suit; your Right-hand Adverſary 
leads that Suit; in that caſe, do not put up your 
2 Queen, becauſe it is am equal wager that your 
Wits Partner has a better Card in that Sdit than the 
er, ¶ third. Hand; if; fo, you have the command of 
ace that Sci: nA 
An exception to whe anc Rule i is, in \ caſe 
1 the Von want the lead, on vou = to _ up your 
cure Queen, „„ | 
as n ee IT LH III. Never 
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one ſmall, Gard in aqy Suit, becauſe it js 2 to 1 


that Jour Partner and you have 4 or 5 Trumps 
remaining, when your Adverſaries have none, 


order to throw away any loſing Card in yourhand. 


2 / * We dan en 


3 11 . 8 . 08 T Hi 7 Jon Te 1 8 | 
5 RI BR 185 to. lead from King, Noon, and 


this your Partner has not the Ace, and alſo 3 f to 
25, or about 5 to 4, that he has Ace or Queens 
_ therefore, as you haye only about 5 to 4 in 
favour, and as Jou muſt, have four other 
Carte in in ſome other Suit, ſuppoſe the Ten to be 
E bigheſt, lead that Suit, becauſe it is an qual 
wager that your Partner has a better Card in 
that Suit than the laſt Player And if the Ace of 
the firſt mentioned Suit lies behind you, whicli is 
an equal wager it ſhould ſo happen, in caſe your 
Pariner has it not 3 in this caſe, on your Adver- 
ſaries 1 6875 this, 2 yon MO LE: 


03 ONE 106 Fs (it. £ 


K AY: in the courſe of 9s it. appears to yon, 


and that you have no winning Card in your hand, 

but tbat you have reaſon to judge. that your 
Partner 120 4. .thirte un, Card, or ſome other 
winning Card in bis and z in that caſe play 4. 
ſmall Trump to put the Lead. iato his hand in 


upon ſugh ie 14 9. good Card. 10 798 
gat „0 E. X. D130) 503 —4 
pie G N Ws al ſccand hand, 
King, Been Knave, ar Ten, of am Suit, &a. 
Uppole you have the King and one ſmall“ 
Card of any. Svit,, and that your right-hand: | 
e blen that Suitz if bs ro": | 
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do not put up the King, unleſs you charts Lead, 

and becauſe # good Player TeldortTeads from a Suit of 

to 1 which he has the Ace, but keeps it in his hand 
37 to (after the Tromps are e ovt) wo s in I 
zecn; WM his ſtrong Suit. hog n 
ꝗ in gl + © 7 K. 1ods Yoo 11. 10 ⁰ 2 4370 155 

ther you have a bergen whe alt WY 

to be of iy Suit and tfrat Four tight hang Aaserlacß 

qual le⸗deftbat Suft; do dot put e de- 

d in cauſe ſuppoſe the Adverſary, Bas lech the 

ce of ¶ Ace and Knave, in that caſe, '6pon the return of 

eli is bat Suit, your” Advetfary fine tie Knave, 

your which is generally good play, eſpecially if his 

ver- Partner has played the King, y ou Yhebd Sy make | 3 
two your Queen $i Porcing en the Nen, it 


— u on 125 He "throv; abr . 


| 5000 "2484 in OY PEW nials (Hr; 2 
and, In the forme Examples 968 have Wett in⸗ 2 
your: formed, ee proper to put up the. 
ghee King's Oven (echnd High 0c if lire 

Jy Mit wiſe to: dbſer; ve, in caſe You Aiculd” Have t Ethe \ 


Knave or Ten of an 5 with Amal Card o 
the ſame Suit, it & Lede 


1 


FI, 


00 e . 


5 35 eicher of them ans wack 

: that the third hand has either Ate, King, 

and, Queen of the Suit fed z it therefdr follows, dat 

&a. Jas the odds agaiuſt you ate“ 5 „ Anck though _ 

nail. ou thoald faceeed Tokriitics is method” of. of 

and: Play, yer ia the main watt bela Iofer, de⸗ 

"ns  Weauſe it demonſirates to * Adverfarles that you 
80 are 


* 


. 
- 8 
— AO Fl) —— , ———7˖§—ßP᷑w̃ ̃ oy en 9 err = 
2 — — — — 


— — , 
— — 


—— — 
— 


7M | | A he, Taba tix © on 


4 | | i | are weak in that Soit, and couſequemiy they 
= fineſſe upon Jour: Partner e 8 wrote 


4 Lan. 3 W eG 
1717 3 you bave 1 901 King, 400 bree ſmall 
ET! Cards of a Suit, your Right-hand Adverſary 
I 37 Heads that Suit ; upon which you lay your Ate, 
and your Partner plays the Knave. In caſe you 
;. are, ſtrong i in Tromps,. you are to returh a ſmall 
; F one in that Suit, in order to let your Partner 
tramp it: And this conſequence attends ſuch 


ep the command of that Suit 


play, viz, you 


1 1 „in your, own. hand, and at the ſame time, it 
gives your Partner an intimation that yeu are 
i 1 1 £ | ſtrong i in Trumps; - and therefore, he may play 


3.3 bis Game accordingiy, either in attempting to 
ce ſtabliſh a Saw, or by trumping out to your, If he 
bas either ſtrength in Trumps, or I command 
of the other Suits. 10 


| y. £0.87] 904 $6 

-Subpots A bd B Game ae feotes 6, f the Ad · 
verſaries, Cand D is ſcored 7; 7, and that 9 Cards 
are played out, of Which ＋ and B have won 7 
Tricks, and ſopp ofe, no Honours are Teckoned in 
that Deal; in Hits caſe 4 and B have won the 

_ 4,04d. Trick, which puts their Game upon an 
TEE equality, ad 198 A to have the lead, and 
1 Sx that 4 bas two of the ſmalleſt Trumps remaining 
EF}  withiwowinning Cards of other Sufts; and fup- 
IR poſe C and D bave the two belf Trump: 5 between 
|} them, with twa, other, winning Cards in their 
CET. bands, Quete, How are you to play this Game! 
II is 11 to 3 that C has not the e Trumps; 
an 
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1e Ad- 
Cards 
won 7 
ned! in 
on the 
oft an 
1, and 
afning 
d fup⸗ 
tween 
their 
ame: 
umps; 
and 
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olf Trumps only, with Ace, King, and 
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and, likewiſe, 11 to 3 that D has them not: 8 
The odds being ſo much in 4's favour to win 


the whole ſake, it is his intereſt to play 2 | 


Trump; for ſuppoſe the ſtake to be 70 J. depend- 
ing, 4 wins the whole ſtake, if he ſucceeds by 
this method of play; but ſhauld he play the cloſe 
Game, by forcing Cor O to trump firlt, he hav- 
ing won the odd Trick already, and being ſure 
of winning two more in his own hand; by this 
method his Game will be ſcoted 9 to 7, which is 


about 3 to 2, and, therefore A's ſhare of the 


70 J. will amount only to 427. and, by this me - 
thod, A only ſecures 7 /. profit; but in the other 


caſe, upon {uppoſition that 4 and B have 11 to 


3 of the ſtake depending, as aforeſaid, by playing [ 
his Trump heis intitled to 55 J. out of the 70. 


depending. 


The fork £1 9 caſe being duly agendeg: to, 
may be applied to the like purpoſe in obey TO 
of the Game, 

at Cat: A P. 5 3 

Some Dixxerions haw to Play when an yy | 
King, ee, are fed 295 07 a, Mae _ 
hand, & Conn: 8 
Uppoſe the Ae: is wad: up on your ripht- 
8 hand, and that you have the Ten and Nine 
Queen af 
another Suit, and eight Cards of no value, Quere, 

How muſt this Game be played? Begin wWirh the 
Ace of the Suit of which 49 ye the Ace, King, 
and Queen, which is an intimatfen to yBur Partner 


that you have the command of that Suit; theg [ 


Pay your * of Trumps, becauſe it is-5.t9 2 


_ that 


— — 
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that your Partner has King, Queen, or Knave 
of Trumps; and though it is about 7 to 2 that 
vour Partner has not two Honours, yet, ſhould iſ 
he chance to have them, and they prove to be 
the King and Knave, in that caſe, as your Part. 
ner will paſs. your Ten of 'Tromps, and as it is 
1 tp 42 againſt the laft player for holding the 
Queen of Trumps, upon ſuſpicion your Par tner 
has it not; in that caſe, hen your Partner has 
the lead, be plays to your ſtrong Suit, and upon 
your having the lead, you are to play the Nine 
- of Ftumps, Which puts it in your Partver's 
power 40 bt almoſt certain of r the nor 
he hes behind it. I 262 434 
||; The foregoing caſe hews,: that aa of 
an Ace againſt you, may be made leſt beneficial 
to your eee e you pay by ws 
ie e 18 : 
of . 206 Wo 2 . 


** 1f the King ar 8 are eurnac 10 off your 
right-hand, the like method of play may be 
made uſe of; but you are always to diſtinguiſh 
10 Me difference of your Partner's capacity, becauſe 

| ._*& good player will make a proper uſe of ſuch 

1 Play, bur 2 bad ove/feldom, if ever. Þ. 446 

III 
1 Soppaſe the Advertary: on your right hand 
leads the King of Trumps; and that you ſhould 
4.5 Hargthe Ace and four ſmall Trumps, with a good 

Spitz in this caſe; it is your intereſt to paſs the 
King; and thovgh he ſhould have King, Queen, 
and Knave of Tramps, with one more, if he is 
A moderate e he will play the fmall one, 

. imagining 


— EU EATER "11x 


_— —_ 
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imagining that his Partner has the Ace when 
he plays the ſmall one, you are to paſs it, be- = 
cauſe it is an equal wager that your Partner has 
a better Trump than the laſt player; if ſo, — 4 
that he happens to be a tolerable player, he 
vill judge vou have a good reaſon; for this 
method of play, and couſequently, if he has a 9 
Ichird Trump remaining, he will play ain = 
: na will play his beſt Sur. $172 100 2504 It 
ny WT Nr 7214 2d bse T4. 
1 crittegl — 4 to uin an odd: Teich. 
LH A and B Partners again C and 5. 1 
and ſuppoſe the Game to be Nine all, and ups 
poſe all the Trumps to be played out, 4 being 


the laſt player, has the Ace and four other al! 
Cards of a Suit in his hand, and one thirteenth -- 


Card remaining; B has only two ſmall Cards of 
A's Suit; C has Queen, and two other fmall 
Cards of that Suit; D has King, Knave, and 
one ſmall Card of the ſame Suit. A and baye | 
wonthree Tricks, Gand'D have won four: Tricks 
it therefore follows that A is to win four Tricks 
out of the ſix Cards in his hand, in order to wi 
the ran C leads this Suit, D puts up theses 
King; A gives him that Frick, O returns that | 
Suit, A paſles it, and U puts up his Queen: 
Thus C. and Q have won ſ Tricks, and G 
imagining the Ace of that Sait to de in his Part- 
ner's hand, returns it ; by which meads wins 
the four laſt N n een 


N e e eee 


Soppoſe you ere dhe King da# fees 2) 


ſmall | n * that your: right-hand Ad- 
E verlary. 
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verſary plays the Queen ; ; ia that caſe do not put 


on your King, becauſe it is an equal wager that 
your Partner has the Ace; and ſuppoſe your Ad- 
verſary ſhould have Queen, Knave, Ten and one 
ſmall Trump, it is alfo an equal wager that the 
Ace lies lingle, either in your Adverfary' s hand 


or Partner” $3. In either of which caſes it is bad 
play to put on your King; but if the Queen of 
Trumps is led, and that you ſhould happen to 


have the King, with two or three Trumps, it is 
the beſt play to put on the King, becauſe it is 
good play to lead from the Queen and one ſmall 
Trump only; and in that caſe; ſhou!d your 
Partner have the knave of Trips, and your 


left-hand Adverſary hold the Ac fer your nol 


| ing to put on the King is the lo of a Trick. 


CHAP. KU. | 


=. 
N 


The Ten or Nine being ruragd up on hour nei, ; 


9 Kc. 


4 
7 4 ; 8 _— 8 7 7 
” * 0 1 


\ Uppoſe the Ten is turned i vp on. your eight | 


hand, and that you ſhould haye Kiog, Knave, 


Nine, and two ſmall Trumps, with eight other 
Cards of no value, and that it is proper for you 
| to lead Trumps, in that Caſe, begin with the 

| Knave, in order to prevent the Tea from making 
of a Trick; and though it is but about g to 4 that 


vou Partner holds an Honour, yet if that ſhould 


fail, by fineſhng your Nine on. the return of 


Trumps from your Patio Von bare the Ten | 


in your power. 


| 
| 


s II. Tle 


ot put 1 

r that The Nine being - turned up on your right- 1 
ir Ad- hand, and that you ſhould have Knave, Ten, 
id one Eight, and two ſmall Trumps, by leading the | 
at the Knave, it anſwers the like purpoſe * the former 

; band | Caſe. ä 5 

is bad | Ku 1 

een of You are to ks a wide the eek between 2 
pen to lead of choice, and a forced lead of your Part- 


„ it is ner's; becauſe, i in the firſt caſe, he is ſuppoſed 
ſe it is to lead from his beſt Suit, and finding you defici- 
mall ent in that Suit, and not being ſtrong enough in 
your MW Trumps, and not daring to force you, he then 
your plays his next beſt Suit; by which alteration of 


ee” W play, it is next to a demonſtration that he is 


ick. weak in Trumps: But ſhould he perſevere, ty 

| playing off his firſt lead, if he is a good player, 

| you are to judge him ſtrong in Frumps, and it is 

a ditedion fer * to may your Game Wee 
ng EM SS TY," 

| There is da more pernicious at the Game 

of Whik, than to change Suits often, becauſe in 


right: every bew Suit you run the riſk of giving your 
dave, Adverſary the Tenace; and therefore, thoug 

other vou lead from a Suit of which you haye the Queen, 
or you . Ten, ard three ſmall ones, aud. your Partner puts 
h the up the Nine only, in that caſe, if you ſhould 
raking happen to be weak in Trumps, and that you have 
4 that no tolerable Suit to lead from, it is your beſt play 
hould' M to purſue the lead of that Suit by playing, your 
irn of Queen, which Jeaves it in your Partner's option 
e Ten whether he will trump it or not, in caſe he has 


ear fe no more of that Suit; but in your ſecond lead, | 
. The 9 + | E 2 | in 


* F 
— er 
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in caſe you ſhould happen to have the Queen or 


from your Queen or Knave of either of theſe 
Suits, it being 5 to 2 that your Partner bas one 
| Handen at leaſt Ne of Hoſe Suits. / 


| any Suit, with four Trumps; if your rigbt-hand 
Adverſary leads that Suit, paſs it, becauſe it is 
Card in that, Snit chan the third hand; if ſo, 
| have four Trumps, you need not fear to loſe by 


5 be ſuppoſed to have the long Trump. 


855 Ca UTYON nor to part with the. Command 7 


ee them, be x. 
with the command of your Adverſary's great: 
Suit 3 For ſuppoſe your Adverſary plays a Suit 
of which you have King, Queen,, and one ſmall 
Card onhy, the Adverſary leads the Ace, and, 


| becauſe, if the leader of that Suit or his Partner 


8 Tara risk 8 


Knave of any other Suit, with one Card only of 
the ſame Suit, it would be better play to lead 


ay 1 vou a baye Ace, King, 55 one mall ek 5 


an, equal wager. that your Partner has a better 
you. gain a Trick by-1t; if otherwiſe, as you 
it, becauſe when Trumps are played, 0 500 


F + 


CHAP. XIII. 


850 en 95 * 6 Yo Suit, __ 


5 401g 1: A HH) TR Aer 725 


FN 1925 you are weak i in umhpe, and: that i it 
does not appear that your Partner is very 
very cautious how you part 


upon playing the ſame Suit, you play your Queen, 
which makes i it almoſt'certain to. your Partner 
that you have the King; and ſuppoſe your Part- 
ner refuſes to that Suit, de not play the King, 


N 


U "ot GAU / Wing. 1 


een or BY bave the long Trump, 75. nd oy loſing of three 
ply vi Tricks to 22 — one. TY pn 5 
o lead 57 ol H E 17 


the Su phone your Par er bat ten beg eme 
as s one in his hand, and that it appears to you that th 
R confilt of Trumps aud ont Stir oolys and ſup- 
2 10 poſe you ſhould have King, Ten, and one ſmall 
ard. Card of his ſtrong Suit, with / Queen and two 
chand ſmall Trumps; in this caſe; you are to judge he 
« it is WY bas five Card of each Shit, aud therefore” you | 
henrer ought to play dt the King of his ſtroug Suit 
If fo, and if you win that Trick; Four next play is, e 
s ou throw out the Queen of Trumps; if that Fkewife 
ſe by Wl comes home, proceed' to play Trumps: This. 
1 may Wl method of play may be made uſe of at any Score 


of the Game, except at 4 and 9. 24 
05 ts Mp7 
ind of | The Tavur turned up to be. 3 N 


E It is ſo neceſfary that the Trump turned up 
i WH ſhould be known and remembered, both by the 
182 Dealer and his Partner, that we think it proper to 
iat it obſerve, that the dealer ſhoüld always f& plate 5 
very chat Card, as to be certait of Having reecurſe to 
: Part g it: For ſuppdle'ir to be on ve; And that the 
great Dealer bas two more, vis. the 6 add 9; if his 
a Suit Partner trumps out with Aeg asking, he ougre 
ſmall to play his 6 and 9 bebadſe ts fap Sold Your 
and, partner to have Ace, Kitt 2, and fourfmallTronm ps; 
geen, in this caſe, by your Partner's kit you have 
rener _ F rr Fon: may win many Tricks. 

Part- van. A 202-9y60d dn 1885 
ag Vor. right- band Adrerſary leads à Suit of 
rtner which You Baye the Ten and two ſmällenes; the 
have 1 3 | > - ane 
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third hand puts up the Knave, your Partner 
wios it with the King; when your right-hand 
Adverſary leads that Suit again, and plays a ſmall 
one, do you put on your Ten, becauſe it may 
ſave your Partner's Ace, upon ſuppoſition that 
your right - hand Adverſary led from the Queen; 
you. will ſeldom fail of Mini by this d of 


play. W's: 


Suppoſe you Ra ito beſt . 40d that 
the Adye rſary A has ove Trump only remaining, 
and that ĩt appears to you that your Adverſary g 


has a great Suit; in this cafe, though you per - 


mit A to make his Trump, yet by keeping the 
Trump in your hand, you prevent the Adverſa- 
ry B trom making his great Suit; whereas, if 
you had taken out 4's Trump, it had made only 
one Trick difference; but by this method yon 


probably ſave three or four Tricks. 


VI. 
The following CSR happens frequently. 
That you have two Trumps remaining when 
your Adverſaries have only one, and it appears 
to you that your Partner has one great Suit; in 


this caſe always play a Trump, though you haye 


the worlt, becauſe by removing the Trump out 


of your Adverſaries hands, there can be no ob- 


13 in this calc play a Tann which ſhews your 


ſtruction to 55 Partner's great Suit. 


, 
Suppoſe you ſhould have three Trumps when 
no body elſe has any, and that you ſhould have 
only four Cards of any certain Suit remaining; | 


— 2 Z's Partner 


the Vere of W HIST. | 


gives you a fair chance for one of your Adver- 
faries 0 throw away one Card of the aforeſaid 


between three hands, and your Partner having 


than the laſt player, it therefore follows that you 
have an equal chance to make three Tricks in 
that Suit, which probably could not have been 
done but by this method of pag. 


the | VIII. 
rſa· Suppoſe you have five Trumps, and fs ſmall 
„ if Cards of any Suit, and you are to lead; the beſt 
nly play is to lead from the Suit of which you have 
you lix, becauſe as you are deficieat in two Suits, 
your Adverſaries will probably tramp out, which 
cs playing your own Game for you; whereas had 
Jou begun with playing Trumps, they would 
hen Force you, and conſequently deſtroy your Game. 
-ars CHAP. AW 
in ome me purchaſers of theTreatiſe in manuſcript, di. 
ave | poſed of ſome time ſince, having defired a farther © 
out explanation concerning the playing of ſequencer, 
ob · they are explained in the $4 FRIES manner. 
; | N Trumps you are to play the higheſt he 
nen A your Sequences, unleſs you ſhould have Ace, 
ave Ling, and Queen; in that caſe play thę loweſt, 
TT n order to let your Partner into the om of 
bur our Game, 
ner II. 1a 


r — erage „ 


: a3 
Partner that you have all the Trumps, and alſo 


Suit; by which means, ſuppoſing that Suit to 
have been once led, and once thrown away, 
makes five, and four remaining in your hand 
makes nine, there being only four remaining 


an equal wager to hold a better Card in that Suit 6 


"A 


” * n 


e e ee r 7 bg 


of that Suit. 
Iͤbe like c | 
happen to have a Sequence by Koave, : 


ence whether you or your Partger win a Trick: 


[ 5 A 
. « = * ' „ * . * 
4 1 5 n + y * N . $ we 
4 MR... 1 rt TREATISE on 
; 17 „ EF; ; 5 „ TL5E N - 7 1 Tor * 93 „ ty 2 4 "as J 
: I, 
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OS | . 3 ne Weng iT FISTS 25 1 88 af? b > als E361 rt; 
In Suits which are not Trumps, if you have4 
. f ; 1 | e $54; 5 irrer 


| Sequence of King, Queen, and Knave, and ti 


ſmall ones; whether you are ſtrong in Trampy 
SP „ CCC 
or not, it is the belt play to begin with ths 
Knave, becauſe by getting the Ace out of 45 
band, you make room for the whole Suit, - . 


* 
* 


. . 61: 193 
And in, caſe yon are ſtrong id Trumps, fuß- 


poſing you ſhould have a Sequence of Queen, 


Knave, Ten and two ſmall Cards of any Suit; 


Fa 1. 


OY £ : . , if - | 
in that caſe, you ought to play the higheſt of 


your Sequence, becauſe if either of the Adyer- 


ſaries ſhould trump that Suit in the ſecond round, 
by being ſtrong in Trumps, you feich our their 


1 8 


Trumps, and conſequently make the remitide 


method may be taken, if you ou 
L* 2 oy 5 1 * 'S 0 1 £0, 
Nine, and two ſmall Cards of any Suit. 
| I eqn 07+ ST Ot DOE) 

' 773g 44 
! 


U 


— 


e nee 4 ; 8 22 12 Oe 4 
If yon have a Sequence of a King, 155 en, 
whethet 


Knave, and one ſmall Card of any Suit, wh 
vou are ſtrong in Trumps, or 97 200 i 


S ED SIGH, EULHISTIII. Goof”) . . 
your King, $99, Fg ike ny ede 
Sequences, if you have only four in number. 


%* 4 
err 
＋ * 


I 7 


But if you ſpould happen to be weakin Trumps 
you malt always begin with the loweſt of the de. 


quences, in caſe you ſhould have five in number; 
for, ſuppoſe your Partner to have the Ace of that 


Suir, he then makes it; and where lies the differ 


-- 


Fot 


{3010109 


Joi 
h thet 
„ % 


aferior 
* { (iy 
ber. 


N 


mber; 
of tat 
differ. 
Prick! 

Fot. 
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For if you had the Ace and four Tana Cards of 
any Suit; and are weak in Trumps, a and led from 
that Suit, if you play well, you on git to play the. 
Ace; if you are very trongin Trümps you may 
play you Game as backward as you pleaſe; but if 
Toy are weak in Trumps you muſt play! the reverſe, 


180 4 ts VI. + | 2 


Let us explain hat i is meanr'by being iron : 


| or weak in Tromps. . 


If you have Ace, King, and three Rear 
* deen, and three ſmall Trumps. 
Queei n, K ave, and three fmall T vans.” 
; Queen, Ten; and three fmall Trumps. 
| Knave, Ten, and three ſmall Trumps. rout 
Queen, and four ſmall" Trumps. © © W 8 
Knave, and four ſmall Trumps, n adde 
In any of the aforeſaid caſes, you may be 


underſtood to be very ſtrong in Truwps, 18 
therefore Jou may play by any of the forego! he 
"th 


rules, being morally -: alfared 0 haviog 
command in Trumps. - 5 55 
If you have two or three ſmall Trumps only, | 
we underſtand you. to be weak in them. 
VII. n, ü, Ds dere 
Wbat ſtren gth in Tromps entitles you to forts | 
your Partner at any point of the me ? NPE 
Ace, and three {mall Tranps) eee 
King, and three ſmall Trump E 5 
Queen, and three mall Frum 1. de 
Knave, and thre ee ſmall Tage 
\ F 
. by accident, eicher you or the Adebsehries 
bave forced your Partner (though you are weak 
1 


46 1 A. foort TREATISE on 
in 3 if he has had the lead, and don 


not chuſe to trump out, force him on as often 2 
the lead comes into your hand, aakeſs Jen ber 


| good Suits of your own to play. 3 
oli . 3 
„ if you ſhould happen to have only two ll 
03 i three ſmall Trumps, and that your right-hand 


6 (3 Adverſary leads a, Suit of which you have none, 
"= trump it, which is an information to your Partng 
that Jou are weak | in Trumps. a 
Yb 
3 you have Ace, Knave, Ib one N 
Trump, and that your Partner Trumps to you, 
ſuppoſe from the King and three ſmall Trumps, 
Query, Whether it is the beſt play to put on the 
Ace or Knave? and ſappoſe your, right-hand 
Adverſary has three Trumps, and that your left- 
hand Adverſary has the like number; in this 
caſe, by fineſſing your Knave, and playing your 
Ace, if the Queen is on your right- hand, yon 
win a Trick by it; but if the Queen is on your 
left · band, and you thould play the Ace, and then 
return the Knave, admitting your left-hand 


11 Adverſary put on the Queen, which he oughtto 

14 do, it is above 2 to 1 that one of the Adverſaries 

it 1 | | has the Ten, and confequenaly, you. gain. * 

i Tricks by playing thus. bete end 
1 XI. 

bh 1 F If your Partner has K from the af 
1 Trumps, and ſuppoſe you 4 <Fy have King, 
Fi EKnave, and one ſmall Trump, by putting on your 
198 Knave, and returning the King, it Anſwers 


nhl the like purpoſe of the former Nie: = 1 


2 


d don 
often 25 
28 har: 


two. of 
1t-hand 
e none, 
Partner 
/ * 


e ſmal 
to you, 
rumps, 
on the 
t-hand 
left. 
in this 


g your. 


d, yon 
n Von 
id then 
t -band 
ught 10 
:rſaries 
ain po 


11A 
Ace, of 


King, 


)8 your 
nſwers 


EA 


"hs G of WHIST.. 47 N 


In other suits en may praciiſe che like method. 
XII. 


If you are fron gin Trumps, and that you bad | 


[King, Queen, and two or three ſmall Cards in 


any other Suit, you may lead a ſmall one, it 
being 5 to 4 that your Partner has an Honour 


in that Suit; but if you are weak in Trumps, 
you ought to begin with the King. | 


- At. 8 

If your right-hand Adverſary leads a Suit of : 
which you have King, Queen, and two or three 
ſmall Cards of the ſame Suit, you being irong i in 
Trumps, may paſs it, becauſe it is an equal wager 
that your Partner has a better Card in that Suit 
than the third hand; if not, by your ſtrength of 
Trumps, you need not fear making _ Suit. 1 5 

If your right- and Adverſiry- tendey A | Suit of | 


I which you have King, Queen, and one ſmall” 


Card, whether in Trumps or not, put on the 
Queen: Alſo, if you have Queen, Knave, and 
one ſmall Card, put on the Knave; and if you 
have Knave, Ten, and one ſmall Card, put on 
the Ten; by putting up the ſecond beſt as afore- 
ſaid, your Partner has an expectation of your. 
having a better Card or Cards in the ſame Suit; 
and, by recourſe to the calculations annexed to 
this treatiſe, he may be able to > judge wang are 
the odds for and againſt bim. | 
, 5 
If you ſhould have Ace, King, und two ſmall 
Cards in any Suit, being ſtrong in Trumps; if 
your right-hand Adverſary lead that Suit, you 
ü may 


$. 
7 


' : 
4 12 
n 


\ 1 
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may paſs i it, becauſe-it is an ae wager he 
your Partner has a better Card in that Suit than 


the third band; if ſo, you gain a Trick dy it; 
if otherwiſe, you need not f 
Ace aad King, by your SW? in Oe: 


ear to make. your | 


= 


e 157 A 
leon would have the "HS Nine, E „ Habt, and 


one ſmall Trump, and that your Partner leads 


the Ten, in that caſe paſs it, becauſe unleſs the 
three Honours lie behind you, you are ſure of 
making two Tricks; do the like, if you ſhould 
have the King, Nine, Eight, and one ſmall. 
Trump; or the VE os ION and one 
ſmall Tn. [ 


XVII. | 
In order to deceive your Adverſaries, ify your 


right-hand Adverſary leads from a Suit of which 
you have Ace, King, and Queen, er Ace, King, 


and Knave, put on the Ace; becauſe that en- 


courages the Adverſaries to play that Suit again: 


And though you deceive your Partner by this 


method of play, you alſo deceive your adverſa - 
ries, which is of greater conſequence in this caſe; 


becauſe if you pot on the loweſt of the Tierce · 
Major, or the. Knaue in the other: Suit, your 


right-hand Adverſary had made à diſcovery that 
the ſtrength of that Suit was againſt him, and 


| ny Ns er _— Sues. 


">| 


XVIII. . 
Suppoſe you ks Ace, Ten, and one -. Grants; 


. in any * alſo the Ace, Nine, and one 
ſmall 


1 


that Wl ſmall Card of any Suit, Query, Which of theſe 
than Suits ought-you. to lead from? Anſauet, From 
y it; the Suit of which you have the Ace,»Nine, and. 
your one ſmall. Card 3. for this reaſon, it being. an 
ps. equal wager that your Partner bas a beiter Card 

an chat Suit than the laſt player; if not, let us 
. then ſuppoſe that your right-hand Adverſary 
, and leads from the King, or Queen, of the Suit of 
leads which you have the Ace, Len, and one ſmall . 
ſs the Card; in that caſe it is an equal wager that 
re of your Partner has a betten Card in That Suit than 
hould the third hand). if that happens to be the 
ſmall caſe, upon the return of the Suit, you- lie 


Tenace, and conſequently. Rand. a fair canes. 


d one 
for three Tricks i in that Sat. 


* 1 1 Fd 3 
| 1. # 
n O 
1-547 5 1197 2 Ad 


f your 
A Cann 10 » demonſtrate the Tenare 


which 
King, | 
at en | hen Fn A and Bro pay at two- handed: 
again: Wia, and let us ſuppoſe A to have the Ace, 
y this WI Queen, Ten, Eight, Six, and four of Clubs, 
verſa {WE which, in caſe B always leads, are fix ſure 
s caſe; WT Tricks. Let us-ſluppole he bas the fame hand 
Pierce. Hin Spades, which iv caſe B always leads, are fix 
, your more ſure Tricks. Me luppals 2 has the re- 
ry that Nwainder of theſe, two Suits; 3)43vb /. broad: 

n, and Let us ſuppom.3 g have: ahe ans bagel: in 


Hearts and: Diamonds, as A has in Spades and 
Clubs, and that 4 has the remainder of the 


. {mall 
and one 


| ſmall 


XF N 
2 


Peads, are twelve ſure Tricks allo to B. 
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earts and Diamonds, Which, in caſe 4 always | 
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never attempt to force one hand to trump, and 


ea ag A er ere ˙ re COON 2 
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8 A. ſbort TREATISE on 


The foregoing caſe ſhews that both hands are 


P exactly equal; and therefore let one of them 
name his Trumps, and lead, he wins thirteen 


f 


e only, _ 
But if one names the Trumps, and the othix 
lende, he that names the N er to win 
fourteen Tricks. 
Thoſe who would attain to the playing of 2 
to perfection, muſt not be content only with being 
a maſter of the calculations contained in this 


treatiſe, and alſo an exact judge of all the general 


and particular caſes in the ſame; but be a very 
©, punctual obſerver of ſuch Cards as are thrown 
away, both by his Partner and Adverſaries, and 
at what time: Whoever attends cloſely to theſe 
particulars, are the aſh 9 to attain rheit 
end, 


Additional Cas Es. 1 
e | 15 FF TRL 9 
7 HEN it appears to you that the Adverſaries 
have three or four Trumps remaining, 
and that neither you nor your Partner have any, 


to let the other throw away a loſing Card, bu 
rather endeavour to ſiad out 4 Suit in your Part 
ner's hand, in caſe you have eo Suit in yout 
own, by which means you aha them iro 
making their Trumps 3 n 
e nn II. a 
su 856 A and Bare res 3 0 a D 
and foppole nine Cards are play ed out ; FARE allo 
my x arch 


ds are | 


N fuppoſe eight Frumps are played out; and further 4 
them ſuppoſe 4 to have one Trump only, and ſuppoſe 
irteen his Partner B to have the Ace and Queen of 


Trumps, and ſuppoſe the Adverſaries.C and D 
other 


to win 6 


22 : 
being : 
in this 
general 2 
a very, 


them. A leads his ſmall Trump, C plays the 


to 3 in B's favour, that the King is in D's hand: 
If we reduce the number of four Cards in a hand 


throwa to three, the odds then is 3 to 2; and if we re- 
es, and = duce the number of three Cards i in a hand to two, I 
0 PR me odds then is 2 to 1 in favour of B's winning || 
in heir | 


of a Trick, by putting on his Ace of Trumps, 


III. 
Rs | Let us ſuppoſe you have the thirteenth Trump, 


and alſo the thirteenth Card of any Suit in your E 


OT hand, and one loſing Card; and let us ſuppoſe 
erſariet you have only three Catds remaining, Query, 


naining W hich of theſe Cards are you to play ? Anſwer, 


ave au You are to play the loſing Card, becauſe if you 


mp, 20088 play the thirteenth Card firſt, the Adverſaries | 
ard, bull knowing you have one Trump remaining, will 
zur Par not paſs your loſing Card, and therefore you 


in your play 2 to 1 againſt yourielf. 
em fen | 8 
OS Let us e that you have the 5 Tow 


4 1 and three ſmall Cards in any Suit, which has 
an 


and al pears to you that your Partner has the laſt Trump | 
 Cuppot f remaining, 
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to have the King and Knave of Trumps between | 


EKnave of Trumps, Query, Whether B js to play 
his Ace or Queen of Trumps upon the Kna ve, | 
| becauſe D baving four Cards in his hand remain» - | 
ing, and C has only three; conſequently, it is 4 


By the like rule you may play all the other Sui, 1 


never been played; asd let us ſuppoſe chat it ap- 
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remaining, Query; How are yo 


=_ - 98 on 
to play theſe 


Cards to y6ur greateſt advantage! 2 Anſwer, You 
are to lead a [malt dard in that Suit, becauſe it 


is an equal wager that your Partner has a better 


| 


Card in that Suit than the laſt playet; if ſo; and 


that there ate only thrse Cards ib thut dit in any 


one hand, it follows that you win ſive Tricks in 


chat Suit; wherens, if :you'play the Abe and 
King in that Suit, is is 2 to 1 that your Partner 


does not hold rhe Queen, and conſequently, by 
playing the Ace and King, it is 2 to 1 that yo 


win only two Tricks in chat Suit. This method 
may be taken in cafe. allthe Trumps are played 
out, provided yon have good Cards in other Suits 


to bring in this Suit; and you may obſerve, that 


you reduce the odds of 2 to rYagain yon to an 


equal chance, by this method of N 
_y gain three {FROM wy Its TOTO 
V. n 
If you chufe st Trump 8 | played: by't the 
Ave faties; and that your Paltmaitis Jed à Suit 
to you, of which'you have the Ace, Knave; Ten, 


Nine and Eight, or the King, 'Knavez Pan, Nine, 
and Eight, you are to play the Fight: of either 
Suit, which probably leads the e if he 
Wits N Cary, e phy Tame. * * 


3 bt * 2 75 * 


| seren: 0 tert 
"Supſalozon ſhould hav 
Suit, with one or twomore of the fame Suit, and 


that ĩt is neceſſary to let out Partner ka6ow'that 


you have the command of that Suit in that caſe, 
throw away the Ade of that Suit, upon any Suit 
5 ken Joik have none in u you * to clear 


0 uart· Major ĩn any | 


vp 


theſe 
„ You 
iu ſe it 
better 
5, and 
in any 
eks in 
& and 
artner 
y, by 
at you 
1ethad 
played 
r Suits 
e, that 
1 to an 
d pro- 
Of ; 255 
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Ten, 
i, Nine, 
f either 
17 he 
Det 

r in any 


git, and 


GWthat 
var caſe, 
#y Suit 
to clear 

up 
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up his doubt, becauſe the odds is i in your favour 
that neither of the Adverfaries bave more than 


three in that Suit: The like method may be taken 
if you have a Quart to a King; the Ace being 
played out, yon may throw awerethe King; alſo, 
if you ſhonld have a Quart to a Queen (the Ace 
and King being played out) you way throw away 


your Queen: All which lets your Partner into | 
j the ſtate of your Game; and you may play by 


the like rule in all iolerior Sequences, baving 
the beſt of them i in e e 
& 47 1 H. 


N 1 Is 


Sa ICE 1 92 Ne * 


There is. France ly any thi 2a, more commonly | 


practiſed amongſt moderate players, in caſe the 
King is turned up on their left-hand, and that 


they have the Queen and one ſmall: Trop only, 


to play out their Queen, in hopes their Partner 
may win the King if it is put on; not conſidering 


that it is about 2 to 1 that thats Partner has not 


the Ace; and admitting he has the Ace, they 
do not conſider that they play two Honours 
againſt one, and conſequently weaken their 
Came, the peceſſity only of Playing Drumys 
ſhould ie me eee, $2 | 
be. 2d; VIE yidedery And ,, 

4 Casy dd Fepuf ad) bern; e 

A and B are Partners againſt C and D, and all 
the Trumps are played out except one, which CG 


or D has; A has three or four winning Cafds in 


his hand of a Suit already played, with an Ace 
and one {mal} Card of another Suit: O, Diet, Whes 
ther it is 4's belt 55 lay to throw away one of his 
vinriag Catds, or the ſmall Card te his Ace · Suit? 
Auſuuer, 


54 A ſhort: Tanks xiesGͥ on = 
Anſwers It is his beſt play to throw ay one of 
his winning Cards, becauſe, if Bis right-hand 
Adverſary plays to his Ace: Suit, he has jt in his 
5 ren paſs it, and conſequently his Partner { 
as an equal ch4qnce to have a better Card in that 
Suit than the third hand; if ſo, and he has any 
forcing Card, or one of his Partner's Suit to play 
to, in order to force out the laſt Trump, his Ace 
remaining in his hand, brings; in his winning 
Cards; whereas, if A had thrown away the 
ſmall Card to his Ace- Suit, and that his right. 
hand Adverſary had led that Suit, be had been 
obliged to put on his Ace, and conſequently had 
loſt ſome Tricks * this method of 18 
r "1X: £1 4 2 
3 Suppoſe ts ten 1 have W ad Qik 4 
ſioppole it appears very probable; chat your. left. 
hand Adverſary has three Trumps remaining, 
viz. the beſt and two ſmall ones; and ſuppoſe 
you have two Trumps only, and that your Part: 
ner has no Trump; and ſuppoſe your right- hand 
Adverſary plays a thitteenth or ſome other win. 


— —— — Ne Go Ln Ba Aa 
* rr 


[ 

11 f l 

1 * ning Card; in that caſe paſs it, by which means 
393 | Fou gain a Trick, becauſe the lefr band: Advert 
Z 235398 tary muſt trump it. $0319.16 © dag 
I Y X: 

1 F a 2 * £44 & 4 a 

F | Tn order to let yout Partner into the ate of 


B your Game, let us ſuppoſe you to have a Quart. 
major in Trumps (orany other four beſt Trumps) 
1 ff you are obliged to trump a Card, win it with 
we Ace of Trumps, and theo play. the! Knave, 

or win it with the higheſt of any other four belt 
1 rumps, and then play the lowelt,. which clears 
up 


5 
: aa 
* * 
r ey, 


one of 
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up yeur Game ta your Partner; and by ſuch a 
-hand diſcovery, it may beithe means of winning many 
in his Tricks: Tou my: practice the like ane; in all 
ner other Su its. W et 
in that Dag d 0 N. | 
as Any . your A calls 40 We" point: ot Eight 
to play before his time, you are to trump to him, whe- 
is Ace ther you are ſtrong in Trumps or Suits, or not; 
inning becauſe, zas he calls before he is obliged to do ſo, 
ay the it is a declaration of. his heing EGGS in Ty dre, 
right: | A417 4 441 
d been Sappsthi ynor Nad hand ee en bene ap. 9 
ily had the Queen of Clubs, and ſuppoſe, when he has 
me Lead, he plays the Knave of Clubs; and ſop- 
poſe you have the Ace, Ten, and one Club more, 
it, and or the King, Ten, and one fmall Card; Query. 
ur. left When he leads his Knave, whether you are to 
aining,W win it or not? Anſaber, You are not to win, be- 
ſuppoſe}i cauſe it is an equal wager, when be leads his 
ir. Part. Knave of Clubs, you not having the King, that 
ht-handſſ your Partner has it; alſo it is an equal wager, 
er win⸗ when he leads his Kriave of Clubs. you not hav» 


1 Mean! 


ng the Ace, that your Partner has it; and con- 
Adver 


or Ace of Clubs. R — 0 
% int 19011 TROLLS 
Don qe V8 49 At 


1 for... 4 $7 


ſtate of 
Quart. 
ramps) 
nit with 
Knave, 
four belt 
ch clears 


D; and let us ſuppoſe C to deal; and let us ſup - 
poſe A to have the King, Knave, Nine, and 
Seven of Clabs, they being Lrumps; 5 Quart- 


up | Major 


ſequently you gain a Frick by paſſing it; which : 
cannot be done, if you Seba pan on your King 


Let 1-6 A abd B Partmers pe C 
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suit, and your right-h 


| | none of it, do not trump it. 
loſing Card, which makex.room for your partoer” , 


Q is to win; and D having the beſt 


A and g. 


1 | 5 5 
36 4 ot si d n We ED 


Major in in Diamonds, $: eder in Hearts, 
ad: the Ace and Wh of Spades. 
Let us ſuppoſe B to have nine Diamonds 


amo Spades, and two Hearts. 


Alſo, Let us ſuppoſe Dro have the Ace, Veen, 
Ten, and Fight of Trumps; with nite Spades, 
Aud let C have fave Trumps and eigkt Hearts. 
A is to lead 7 Trump, which B ig d win. and 
D is to play a Spade; Which bis partner C is to 


ramp ; is to fead a Trump, 'which'fis Partner 


D is to win; when Dis to lead à Spade which 
is to trump'; and C is to play a Trump Which 
ip is 
to play it; which done, D having ſeven Spades 
in his hand wins rk ad conſequently Ram 


ost! BLOW « * 
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13,9 on +; 
F. your Partner 13000 the 9 9 FR Suit 96 
that you have ep g tha uit. p aſs it, by 


throwing away a loling Card ( unleſs {your right» 


hand Adverſary has put ga = Ace) e 
by ſo doing, you, make 115 for bis Sui 


5 3 3 80g N 
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Suppoſe your 2 0 


5 the, of a 
rſary wins ut with 


the Ace, and returns thay Soitz, 0 irs ole xoꝶ have 
but throw, away. 4 


Suit, An nn to this eee de 7 
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C is to 


5 right 
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if you play for an odd Trick, and that you x are — 


very weak i in 1 þ 1 may trump! ie. 


_ ü Ft 4 n 2 9. 4 A bas, 1 wa! $23 3 


805000 vou have E che 8 ar done ſmall 
Card of a Sgit, and that yourilefr-band Adverſa - 
ry leads that Suit; and ſuppoſe you ſhould have 
four ſmall Trumps, and no Suit of conſequence to 
lead from ʒa and ſuppoſe your night hand Adver- 


ary ould put up the Nine, or any lower Card; 


in this caſe, wia i508) aber Ace, and returp the 


Lead upon the Adverſary, ; by.playing the ſwall., 
Card of that Suit; who, will have reaſon to judge 


that the King lies behind him, and cooſequeptiy.. 
vill pot put up his Queen if he has it; and therę - 
fore you have à fair probability of wingiggra 
Trick by this method of play, at the ſame time 
letigg N 8 into the ſtate of your Games 
| GS, Nas IY "#6 IV. 32 

If your Partner forces you to tramp 4 card 
early in the Deal, you are to ſuppoſe him ſtrong. 
in Trumps; except'at the Pomts of font Gr lc] 
ordered k you Ars ſtrötig in Trum 3 J foe. 
may play the- 0s, D HO & NB 70 70105 


58930 (9% . 505 og 32g. 284 vation DA bas! 


Suppöſc you u ell hk e reit nt of eight, Pp gs 
your Partner. has ondur; 2nd ſuppoſe you 
ſhould Wave” t Nute at Ten; the 
King, Knabe, 1975 A le Queen, Knave, 
and ren ef Feuinps') Che V nps Are played 
always put on the Fen, whith Gemen ſtrates tb 
your Partner that you haye two Holddrs Feuaidle © 
ng, and ſo he play: his Game atcordingly. 
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VI. 

abe tr goht. hand r 85 th 
point of Eight, and his Partner has no Honour 
and ſuppoſe you ſhould have the King, Nine 
and one ſmall Trump, or the Queen, Nine, an 
two ſmall Trumps ; when Trumps are played b 
your Partner put on the Nine, becauſe it is abo 
2 to 1 that the Ten is not behind you, and! 
you yay your” Nine to an aer N 

y VII. 

if yon ſhould happen to lead a Suit of] whi 
Fore have the Ace; King, and two or three mort 
when you play the Ace, if your Partner plays th 
Ten or Knave; and ſuppoſe you ſhould have or 
 fingle Card in your hand in any other Suit, an 
two or three ſmall Trumps only; in this caſe lea 
the ſingle Card, in order to eſtabliſh 4 Saw, an 
this conſequence attends ſuch play, biz. upo 
leading that Suit it gives your Partner an equi 
chance of having a better Card in it than the la 
player; whereas had he led that Suit to yor 
| which is probable had been his ſtrong Suit, th 
Adverſary would have made a diſcovery of yo. 
attempting to eſtabliſh a Saw, they would trum 
out, and ſo prevent your making your ſma 
Trumps: By "is method of play your Parte 
will eaſi;y judge the reaſon for your. nes 
Suits, and 10 Bay: his Game accordingly: 

OE End Og tf VT HS os 

- Suppoſe you 1 the Ace and Duce of Tramp 
and ſtrong in the three other Suits; if you aret 
lead, ploy your Ace, and next. your Dace o 
Traoips, in * to put che lead into your Patt 
. « ner 
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Iner's hand, to take out two Trumps for one; and 
LH! tho ſuppoſe the laſt player wins that Trick, and that 
lonour; he leads a Suit of which you have the Ace, King, 

„ Nine, and two or three more, paſs it, becauſe it is an 
el and equal wager that your Partner has a better Card 
ayed by lin that Suit than the third hand; if ſo, he will 
5s about then have an opportunity of taking out two - 
and ſo Trumps to one; when the lead comes into your 

band, you are to endeavour to force out one of 
the two Trumps remainiag, upon ſuppoſition 11 
Trumps are played out, and the odds is ſtill in 
your favoar that pope Daring has one of 908 two 
Trumps ene Se 


zf Which 
ee more, 
plays the 
have one 
Suit; and 
caſe lead 
Saw, and 
an equa 
in the laſt 
it to you 
Suit, the 
y of yout 
uld trum 


IX. 

Suppoſe ten Cards are played out, and that 
you have the King, Ten, and one ſmall Card of 
any Suit, which has never been led; and ſuppoſe 
jou have won ſix Tricks, and ſuppoſe your Part- 
ner leads from that Suit, and that there is neither 
Trump or thirteenth Card in any hand; in this 
caſe, unleſs your right-hand Adve! fary puts on 
ſo high a Card as obliges you to play your King, 
do not put it on, becauſe upon the return of that 
Suit, you make your King, and conſequently the 
our ſmallodd Trick, which makes two difference: If 
© Partnelltbere happens to be only nine Cards played out 
anging. in the like circumſtance, you are to play by the 
1 like rule. This method is always to be taken 
Naleſs the gaining of two Tricks gives vou a 


Trump chance either. to ale your Jurchs or to win or 
you. aret( lars the Game. je 
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and let us ra B has the two laſt Trumps, 
alſo the Queen, K nave, and Nine of angther 
Suit; and let us ſuppoſe has neither the TD 
King, or Ten, of that Suit, and A is to. lead 
t at Suit: e What Card i 18 B. to: play 10 h 

ve him, the alreſt probability of winning a IM , 


Crick i BB LY aſauer, d dad 
Nin uit, becauſe it ig on ly,s. 1 
a7; im ay is left · hand ſt 
the Ten; and if he plays either the. Queen, or T 
/Knaxe,, it is about 3 10/1 the Ace or Kingisin if © 


15 left: hand e 8 hands, and rag h 
Jy he reduces the odds of 3 to.l Ll Iſs o KM it 
'5to4 only. | 3 
„ x1. R 5 
Let ds very: the foregoing eſe? and pas 0 
King, Knave,. and dine of a Suit. into B's hand, 
ee hat G has per bet Ace, Queen 
en, whe, Jeads, that, Soit, it is 84 


Wo blen bs Ki Kings Kaak en N ine. 
180 40 d thi ach 
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1 TD bo pf LS 
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mal Ca Rs TIN e age 
no Card 0 555 has 4 on Na 186 1 
than iro me 115 * 0 


that Suit; but if Jou ſt ſhould ay, n A 
King of that Suit, it Js 210 1 that your 


E 
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has not the Queen, and conſequently i it is 2 to 


that you make only two Tricks in that Suit; by: | 


which method of play you riſk the lofing of i . 
or four Tricks in wr oY to gain done only. Js 
Hl.. l 
Soppoſe your Partner Jeads a Suit, of which he - - Wy 
has the Ace, Queen, Krave, and many more, 1 
and leads his Ace, and then plays his Queen ;'in 
caſe you have the King, and two ſmall Cards in 
that Suit, win his Queen with the Eing; » and 
ſuppoſe you are ſtrong in 'Trimps, by clearing. 
the board of Trumps, and having a ſmall 808 
of your Partner's great Suit, yon do not obftrut JF 
his Suit, and n win * Tricks by 2 
this method of play. e 


To 3 Þ . TY 0 
0 H A * XVII. | | 
New Caſes at Ws Ty neuer Pa, 110 1760, 


V 


Caſe b Hep Rp y for an odd Tritt. ga = 
Ore ppoſe you are el band, and that ybu W 
the Ace, King, 57 "three mal] Drum py, "= 
with four Imalf Gards dt 'additier 'Sair, © a 
ſmall Cards of the third Suf * one ſmall Card. | 
of the fourth'Suix 5 755 Ty. 3 
Anſwer, You wife rt, I 185 Earl beers | 
if it is won dy the laſt 9,9 ba 
playing Wr $, 4 mr "Hh 4 
in which eaſe" yen 925 15 the 
Tenace: 116: mY 1275 with 450 5 *. 
The like "a Rae Telex, Gf ett chu ; 
| UP afther i t La. oer 
Let us Toppoſe' he plays the Ate Pike st of 
which you have only one, and proceeds to play 
G - the 


— 


= " 
12 
* 


* 2 ___ 8 
— ” Tr 9 


RY 


A 2. fork Tirarnk on 


the King of the ſame Suit, and that your right- 
hand Adverſary trumps it with the Queen, Knave, 
or Ten, do not overtrump him, but throw away 
a ſmall Card of your weakeſt Suit; the conſe- 


quence of which is obvious, becauſe it leaves your 


Partner the laſt Player, and fo gives bim the 


Tenance in your weak Suits. 


The like Caſe, upsn ſuppoſition you want os 


or five Paints, and that you are elder Hand, 
In that caſe play a ſmall Trump, and'if your 
Partner has a beiter Trump than the laſt Player, 


and returns the Lead, put on your King of 


Trumps, and then proceed to play the Suit of 
which you have four in number. 
Theſe examples being duly attended to, on al 


parts of the game, mult be of great conſequenceſ 


to the Player; becauſe when he has, no good 
Sait to play, his Partner being the laſt Viayer 


1 85 the Tenance in his weak Suits, 


„aß Ih - 
"Hand B are Partners, againſt C and D, twelve 
Trumps are played out, . and ſeven Cards only 
remain in each hand, of which 4 has the laſt 


Trump, and alſo the Ace, King, and four ſmall 
Cards of a Suit. 


Query, Whether 4 ſhould play the Ace, and 


Eing of that Suit, or a ſmall one ? 


Anſwer, A ought to play a ſmall Card of that 
Suit, becauſe it is an equal wager that his Partner 
has a better Card in that Suit than the laſt Player; 
and in this caſe, if four Cards of that Suit ſhould 
happen to be in either of the Adverſaries hands, 


by this me thod of play, he will be able 10 hn 
8 2 


Peer 


tl 


0 3 


"the Gan 4 W HIST: 


| Gve Tricks in that Suit; which if he played off 
his Ace and King, he had made only two Tricks 


in that Suit, If neither of the Adverſaries have 
more than three Cards i in that Suit, he has an 
equal wager to win ſix Tricks in it. 
Caſe III. 
Suppoſe Aand B are Parinets againſt Cand D, 
and that eight Trumps are played out, and that 


A has four of thoſe Tromps remaining, C having nu 


We beſt Trump, and to lea. _ 

Query, Whether 2 ought to play his Trump | 
or not? 

Anſwer, 0 ought not to play his Trump to 
take out one of As Trumps, becauſe as he leaves 
three Trumps in A's hands, in caſe As Partner 
has any great Suit to make, by C's. keeping te 
Trump in his hands, he can prevent him from 1 
making that Suit by trumping it. 1 

IV. A Caſe of Curioſity, firft publi iſhed 15636 

Suppoſe three hands of Cards containing three || 
Cards in each hand, let A name the Trumps, 
and let B chuſe which hand he pleaſes, A having 
his choice. of either of the other two Hands, 
wins two Tricks. | | 

Clubs are to be Tab 19 8 

Firſt band, Ace, King, and fix of Hearts: 

Second hand, Queen and Ten of Hearts, and 
Ten of Trumps. ee | 

Third band, Nine of Hearts, and two > and W |! 
three of Trumps. 1 | 

The firſt hand wins of the ſecond. 

The ſecopd wins of the third. 

And the third wins of tbe firſt. 

G2. ge 


CHAP. 
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2 party may add three to his ſcore, and take three 
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Mew Gwe at 5 ar 8 White" 
Yo! *:8FBdunder's Chocolate nn Rec>ap60l. 6 
I. bst 2 1010 2 ns 
Ir any body plays out of his turn, it is in the 
option of either of his Adverſaties to call the 
Cart play's; at any tiqie in that Deal, provided 
it does not make him revroke; or if either of the 
adverſe parties are to lead, the ny deſire his 
Purtder to name the Suit he chuſes td have him 
itad;-and when a Sdlit im hen named, his Partner 
muſt play it, if he has it. * 915 51 5. 
on 
| „Nd revoke: an? be: click aillithe Trick it 
turned and quitted, or the party who-revaked, 
or his Puttner, have Played: agndard girl. 5113 i189 
22 * 310 45112 18 III. 1e 60. 115117. 9411 4 
If a revoke! e to be male, Sande 


+ A ay _ al v ant 


2 © @& a7 


Tricks from the Adverſaries, or take down three 
from their ſcare; and the adverſe party, pro 
vided they are up, notuithſtanding the penalty, 
maſt remain at nine; the revoke takes place: of 


any other ſcore of the Game. 01.0 21d 26/0 1 
IK. 

If any perſdn 1 point of:the--Gaine, 
except eight, either of the udverſe parties may a 
call a new Deal; and they are gat libertz to 
— —-—t will mes u 
new 'Deab Hh ae ee e eee AD 

wo „V. 15 2d ain 9h 7 D 


Aker the Trump Card is turned up, no body 
ought to remind his Partner to call, on penalty 
of lofing a Point, IS | I. if 


— 4 


1 4 


eee watts. "i 


IVY MW 4 71 

lf the os Gees eee age no Honobrs 
in the preceding Deal can be ſer e unleſs they 
were before claimed, -/ 
m4 RHI 21 Ort id TW Bo eng hn 
If any e ſeparates a Card Sree cli reit; 
the adyer{epatty:may call it, provided he names 


1 


it, and proves the ſeparation but in caſe he . 
calls a wrong Card, the adverſe parties may call 


the higheſt iow lowekk! of any Suit, out of his 

or his Tartner a hands the firſt. time aten 

them ate to play. i eff Sd i 71 vel i] 
vil, 


If any petſon tevokes, and befor the dard 
are turned, diſcovets it, the adverſe party may 


call the higheſt or loweſt Card of the Suit led 

or haye their option to call the Card then played J 

at bare or pry” hem it does not cauſe a revake: 
IN63 Dk. 530 4. 3 29167 bse r 


If a Card is en in dealing, it is in the a 


option of the adverſe party to call a ne Deal: 


but if eher of them have been che cauſe: of 


turning up ſuch Gard; in r eee dbande cler 

bat bis option. „Sens d 10 31 7 27155 7 * 
* | 

if the Ace; or any other Curd of a Suit is led. 

and it ſhould fo happen ahat tie laſt playey plays 


ont of his turn, whether his Partnef has any of 


the Suit led or not, provided vou do not make 


bim revoke, he is neither entitled to trump its ; 


nor to win the Trick. .\ © 
bon ,Qqt! boon! io. amis F 961 4: Xt 
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v ICs a Cardis Candi the Deal, they ane a 
again, unleſs it is the laſt Card. a 

eee. 27g 8 edles 

Every perſon ou ght to ſos that be has thirtern 

analog: therefore, if any one ſhould happen 

to have only twelve, and does not ſind it out till 

ſeveral Tricks are played, and that the reft uf 

the Players have their right number, the Deal 


ſtands gobd; and alſo the perſon who plays with 


twelve Cards, is to be puni ſhęd for each revoke, 


in caſe he has made any; but if any of the reſt, 


of the Players ſhould happen to have fourteen 
Cards, in that caſe the Deal is loſt. 


Ant 5 XIII. a 0 . * 2211 4 
lt any e throws his Cards upon cable 
with their faces upwards, upon ſuppoſition: that. 


he has loſt the Game, the Adverſaries have it in; 


their power to call any of the Cards once or 
oftner, when they think proper, provided they 
do not make the party revoke, and ! is Net: oy 


* Take: up his Cards ai. 24s! 


XIV. 
A and B Partners againſt C and D; A leads 
2 Club, his Partner B plays before the Adyerſary 
C: in ihis caſe, D has a right to play be fore his 


: Partner C, be cauſe B; played out of his turn. 


| all hu Cards Called. _ 


110 21 5187 J XV. n | 
Tf any perſon is ſure of winning every Trick 


in his hand, he may ſhew his Cards upon the 
table; but ſhould it ſo happen that he has any 


toling Card in his hand, he is then liable to have 


XVI. It 


cu 


— 218985 — 
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XVI. 


If any 1 je Go at the point of Eight, and 


his Partner anſwers, and both the oppoſite par- 
ties have thrown down their Cards, and it ap- 
pears that the other fide had not two by Honours; 
in this caſe they may conſult with one another 
about i it, dee at t;hiberay, to land the Deal or 
not. 5 | 18 #14 
EE XVII. e 

And i ny bach anſwers when he . an 
Honour, the adverſe party may conſult one 
another about it, een at liberty to ſland * 


Deal or not. 1 5 20 * Nn 0 you a 4 


The dealer on to 1 in view vpon the 


table his Trump Card, till it is his turn do play; 


and after he has mixed it with his other Cards, 

no body is entitled to demand what Card is 

turned vp, but may aſk what is Trumps: This 

conſequence attends ſuch a law, that the dealer 

cannot name a wrong Card, which otherwiſe wes 

might have done. N 
; xIx. 8 

No revoks can be dame after the Cards are 
cut "OY a new Deal 

[ Xx. 

If any ds ae a W 1 e 
party are not to mix their Cards afterwards, 
upon forfeiture of the revoke. | 

N 
4 and Barn Partners 3oainſt C = D; 4 


plays the Ten of a Suit, the Adverſary C play 8 


the Knave of the ſame Suit, B plays a ſmall Card 
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N halls be in the option of tho Adverſaties gl 
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them, 
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gf the ſame Suit; but bel re D plays, his Parts 
ner C plays a thirteenth, or ſome other Card ; 
the penalty ſhall be in the option of ＋ or B, to 
. D to Win the Tick if 27 ae , 011 91 
ooo El oy outlet ind 


It an ay bon ealů dt eig, aſter bobs played, 


* 
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a WE. Deal. 14) NOM? = (Abs. | 
XXIII. 4 a= 801 1 317 018" ga 

And Bare Pariicrowouit! RC and D; 4 leads fl + 

a Club, C plays the Ace of Clubs * plays a 
m and B, Partner to , takes up the Trick! 
without playing any Card; A, and the teſt of] 
the players, play on, till it appears D has one 
Card more than the reſt; penalty to be in the 
optio ion of the Adver ſaries to call new Deal" 

HC 354 13:5 Nee HT 20 A (1638 8 

dest and inſtead of wenlag wp ile Tremp, = 
he puts the trump Card upon the reſt of his Cards, 
with the face downwards ; he is to loſe his Deaf | 
*Thele laws are agreed46 by the beſt j ges. Sul 


I AK hes Dol 


ne eee na, b 
4 ere ſur W HIST, nobjch, . 
almoſt all the critical Caſes that may. Sapper al 
ae GAME; by way of Dueſtion and Anſwer! 


"TOW to play Trumps to the greateſt Ad- 
vantage? Perufe the Freatiſeof Whit,” 
chap. I. cafe 11, and all the remaining caſes in 5 
that chapter; and alſo chap. II. 
2. How to play sequences when Trumps ? 2 
An ſauer. Tou are a With the e 
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A 
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he How 
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Trump? 2 I 
Asli It you have Sein nher you are. to 


ber, always play the higheſt. 


d, 4. Why do you prefer Ping of Sequences 
111 rather. than. other Suit? 
I 4»; Becauſe they are the ſafeſt, lead, and 


gain the Tenace in other Suits. | 
5, When gught you to make Fricks wala 2 
| Anl. When you are weak i in Trumps; 1 


Anl. When you are ſtrong in Trumps. 
7. When do you play from an Ace- Suit? 
 Anſ Tou do ſo when you have three in 
number only in any Suit (Ttumps 3 — 
8. When don't you play from an Ace-Suit ? 
Auſ. Lou ought not to lend from an Ace-Suit, 
baring four or wore in number in any othet 


Suit, and when Trumps re 
ou to make that Suit, 

. When any Card of edoſequence i is turned 
op on your right or left“hand; how are you to 


XII. caſe 7 ITY S8 © DP Yo * A 


d- 10. Wey ate you.always $0: play: your hand 
lt; by your en and Adyecfaries; Icares ?. 
in 


caſe. | | | 17 ls ous "SPY * 

11. Ho to, knew] 7 Jour; Partner las nd 
nore of zhe Suit played? 8. See chap. 1. caſes 1, F 
25 * 
12. Reaſors 


3. How to n Sequences when they are vot | 


begin with the loweſt; if three or four in num- 


int When ought you not to make Fricks early ? 


Suit, becauſe the Ace is an aſſiſtant to your great 
played out enables ho 


play in that cale? Ses chap: N. vaſe 1. hap. 


Gl. Chaps i. caſe 6. ¶ Ste references in this | 
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LET 


yo : I fort TREATISE en 


leads a Suit of which you have the Ace, King, 


ferable to the Queen? 


7 \ 


13. Reaſoad for putting on at ſecond- hand 
the King, Queen, Knave, Ten, and when nat? 
Chap. X, caſes-1, 2, 3. 
= Go Why are you to play. the Queen, Knare, 
or Ten of any Suit, when that Suit is played a 
ſecond time, having three in number only! 
Chap. XIII. cale 4, 6 

14. When ought you to over-trump your 
Adverfary, and when Bot. os 
Anſ. When you are weak in Tromps you 
ovght to over-trump him; but if ſtrong in 
Trumps you ought to throw away a loſing Card, 

15. Reaſons for not parting with the eom- 


od of your Adverſary's $ Ong. Suit, Chap A 
XIII. caſe 1. 55. 


16. If your Adverſary e on your right-hand 
and Queen, why are you to put on the K* pre- 


An. Becauſe it deceives the PETITE which; 
in this caſe is of more conſequence to vo than 
to deceive your Partner. 

1:37. To declare your ſtrong Suit, when prope 
to be done, and when not? 

Anſ, When you have only one ſtrong Suit, and 
You trump out to make that Suit, in that "cafe 
you ought to declare it; but if you are ſtrong in 
all Suits, there is no neceflity ak declaring 8 
itrongeſt Suit. bg 

18. The Ace turned up on your right hand, 


and that you have the Ten, and Nine only o By 
Trumps, why « do you play: the Ten? Chap. XII. 


caſe LEA 


2 Why 
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ferable to a * rin the like number 
of each? 

HAnſ. Becauſe it is 2 to 1 that the Ace dry not 
le io your left hand Adverſary's hands, and it 
is 5 to 4 if you lead from a Queen - Suit, that the 
ace or King lies in his hands, and that you loſe 
your Queen, and fo play to a diſadvantage. 

20. Why do you play from a en Suit 
referable to a Knave Suit? e 
Anſwered Caſe 19. | 

21. When you have the four beſt Cards of 
Iny suit, why do you throw away the beſt? 
Anſw. To let your Partner i into the ſtate of 
jour Game, 

22. Your Partner's ſtrong Suit, how : are e you 
o make the molt of it? 

Chap. VI. has fix example to among it. 
23. The Queen turned up on your right-hand, 
jou have the Ace, Ten, and one Trump, or the 
Wing, Ten, and one Trump, if the right- hand 
dverſary plays the EKnave, Quer, how are 

jou to play? 

Anf. You are to paſs i it, by which TY bare 
in equal wager of gaining a Trick, and cannot 
bſe by ſo doing. 

24; Four Cards are played out, and Tromps 
ire gone round twice, your Partner not appeats | 
ng to have any higher Trump than the eight, yet 
ie has three Trumps; when he plays his third 
Trump, the next band puts on the Knave, there 
cing the King only in the Adverfary's hands; 
„u having * Ac and Queen of Trumps. - 


19 Why do you play from a Kiag- Suit pre- 
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Q. Whether are you to play the Ace or Queen: 
An. You are to play the Ace, becaule itis 
9 to 8 that the laſt player has the King; and if 
you. reduce the Cards to 2 in number, it then if 
2 to 1 in your favour, by playing the Ace, that 


the King falls: The like 2 may 1 Na 


in other Suits, upon the like occaſions, 
"BSA LB 2 
Let us ſuppoſe that you have oply.awo Cards 
remaining. ip your bands of any Suit, vis, the 
Queen and Ten; and let us ſuppoſe. the Knave 
and Nine of the ſame Suit are in your Adverſatys 
bands, when yaur Partner leads that Suit, your 
right-hand, Adverſary plays the Nive,)j andiha 
one Card only remaining. Los 


Query, Whether your: ought; to play your 


Queen, or Ten? 4 07.080 g ee 
Anſ. You ought. to play your Meep, becabſe 

it is 2 to 1 that your left-hand Adverſary bas 

the Knave,. And.in all caſes of the like natbre 


von ought to play by this rnle. 90 Hort 16% 91s \ 


1 would know/wbat.isthe odds that the Dealer 
at Whilſt holds four Trumps; or more? 
- Arſe That he holds four Trumps or more is 
23210 1655 or:aþout ee to 147. en 
| aImoſt a faithingsc Sa er ABR: FIPS. TH 
5342 406 Ha P. XX. 4. 7 
An Explanation, Ver the uſe e, Baden, 1 
Some af the Tix mg or TECHNICAL "Words 
malle uſe of in this: Treariſes een, 
5 FINE SS IN G, . 
'EANS the endeavouring to MTs an b Ad. 
_— by art and * which conſilly 


= in 
* 
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ng a Trick. wm & 0 3 
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deſt and third beſt Card of that Suit, yon judge 

it beſt to put your third beſt Card upon that 

Lead, and run he riſk of your XdverfarySBaving* 

the ſecond belt of it; that if he has it not, which, 

is 2 to i againſt bim, You FE then, ſare of y gain» 
F R E IL N. 8 

Means the obliging your eder hes Ad. 


verſary to trump a Suit of Which he has none. 
The Cafes mentioned in this Treatiſe will ſhew 


when of is proper to force either of idem. ſh 
LONG R UMD. 1 
Meade the having one or mbre ee in Ju 
band, when all the reſt are out. 
5171910! Os E Cc AR D., 


„Ken 


8 Meigs a Card in a hand that is of no value, 
aid conſequemily the propereſt to throw away. OR 


0 vb pb 1:0 S8, 1 
Ten of them make a Came; Und; as maby a 


are gained by Tricks or Honours,” ſo many : 


Points are ſet up to the ſeorce of the Cie, 
om A R 
10 generab t is a Sequence of atiy<fohr Cards 


immediately following one another® in the fame 
Suit. Quart. Major is therefore a Sequence f 


Ace, King, Queth, and Knave, in any Suit. 


I DELLS: DIE) U JN I. Wat dN WWI A. Wt 


I general is a Sequence of any five Cards im- 
mediately following one another in the ſame Suit. 
Quini- Major is therefore ſequence of Ace, 
King, Ver, r os and Teng in auy'Sult. , 


6 * 4 "4 KF wet $17 59 


* 
ia this; when à Card is led, abd you baye the 


's Me, 
F., 201 o Ek 


REVERSE, 


4. A fort Tuna rag n 
EY wo f NA VERA Yi 1 5 BY 
Playing at any time the Reverſe, means. only. 
the playing your hand in a different manner; 
that is 10 ſay, if you are de Trumps you 
play one way, but if weak in one erer 


he Reverſe, vig. another, (3687 4A 8 
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late as you can, that your Partner may know you 

bee. chat Trump left, and ſo play accordingly, 
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N play, and that you have the odels of your es 0 


win theſe which are not mark J. 
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Spadille, Manille, Panto, Queen, brech 
Four of Hearts, two ſmall Diamonds, and two 
ſmall labs. + 8 L roses 147 to, 23395 0 or AO 5 


TSS VI, 1 i". 

"Spadilts; Manille; pokes Three, Four aud piee 
of Hearts, two ſmall Diamonds, and two ſmall 
Clubs. Lofes,4514 1 to 11255 or above 4 4 to 3. 

VII. 


| Spadille, Manille, Niang, Three, Four and Five 


of Hearts, two ſmall Diamonds, and two mull 


Clubs. Loſes 278 to 995 of about 14 to 5. 


ViII. Spa 


* : " 
" z J 3 * „ 
9 «4+ 
» 1 
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7 
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n En 


and Six of Hearts, two ſmall HBia mon ds one ſmall 


— "2% coatinann't 388 eo 
the Gans of QUADR TIE 7 


1 10 a 203 Hu VIII.,) S163, NI 3H iT 
Spadille, Manie, Three, Four, Five and Six 


of Hearts two ſmall Diamond, and O mal 
| Elubs! I Toſes above 3 to; 7 1 of — 17891¹ 8 11 


54 666598 bagd IN 0% SOD „ i 


Spadille, Marille, Thretz Four, Fire, and Six 


of Hearts, King and one Club, two ſmall Dia- 


wende. Wies 1849 to 7915 fo rtasve 9 its. 4. 


Em! ov Of „277 294 1 4 nn An 2 


( Spas; Mänille 5b Three gan e 2 


39 „Wins above 9.5 to 17 Hearer 10 co a 


F 
173 $4 6 e-- IT Nt: #4. pa 5 


| "Four a ales ets ki TY Wee 
Clubs, King And two ſo Kings in 
179 780 "Thay he 22 e Trumpi is 


ins about 


1465419 BF. 1; 800 

or or bis ing's palin ou the” : 1 Tang! ſhould 
not fall 7 90 . 4 

10 46 


King N ore, ſwal done Via, 

mond, King and one ſmall Shake ""Lofes $79 

wan nba ner l. T sgh 
7775 Nr . III. IE. 8 #1 


Three fal i Mardetes, Three 121 17 — 5 Ny 
Hearts Kiag and ene Clubs King and two 


Spades. Wins 25 to 163, or Out 4 to 3. 


XI 
* BY RS ee eee 
of. Hearts, King and one ſmall uh, tw] o r 


Spades. Wine 291 to 86, or aboverto t 
| K 2 - XV. Three 


— — — — — — 2 
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IT OI bre ree ef Helis, 


71 
k * 
ho — —— 
--» U 
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og, ce a 9% 1& © aer 1K6; 
: | That 


* TREATISE en 


v. 
: . falſe e 1 the Knave, * 
Three, Four, and Five of He carts, one ſmall 
Diamond, two. ſmall Spades. Wins 1025 to 
106, near 10 to 13 but vou are to ſuppoſe the 
lead is to come into your hand a ſecond time, 


bs W trumping with a Matadore, ,, Feld 16” 


XVI Tt Je nN 
Three falſe Mdtadoves, with ihe. Queen, & the 


Three, Four, and Five. of Hearts, one ſmall 
Diamond, two ft ub. 41. the Wee 5 


ins near. 10 to 1. 1 


r 
$8 a Ti 5 1 "Þ: FE v1 > & 


rains" Balto, Tig, Tue Four, 6 ve 


of Hearts, 5, King and. one Diamond, two fmall 


Clubs. Loſes 1 or about 4 to, 3+ 


Autan! W 2 99 en $46.5 
3* 8 


Manille, Ballo, "Outen, Three, Four, and 


Five of Hearts, King and one Club, two ſmall 


Spades. Loſes 278 to 99, ar near 3 * 

ee ee Ne YET * 5 5 

- Manille, Baſto, Three; Four, Five, and 81 80 

Hearts, King and one Diamond,! two ſmall Clubs. 
Loſes 263970 o 405. or about + 
XX. LS IS 3 7 3.44% 

Spadille, Two, Three, Four, Five, 441 Six 

of Hearts, King and one Diamond, King 0 

Spades, and the K ing of Clubs. That he fetch 

out three Trumps by playing wo is above 

4 to for LAS; 1104 "PS | 

XXI. 5362.8 14 
Spad ile, Three, Four, Five, and SixofHearts, 
King and one Diamond, Wurd and one n and 
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the Game of QUADRILLE. 


——— 


That three ſure Tricks i in Trumps lie a >= Þ 
the player is 1384 to 1255, and conſequently 1 
the odds is agaioſt his winning the Game. | 
If he plays the Game, he mult begin with | 
| leading afaall Frump; ; Fun Ne Spadille, 1K 
— he has no chance at all. WIR oil 
At his ſecond lead he Hundt to play Spaditle, WE. | 
having the faireſt probability of nn the \ 


Game by that method of play. 

In all the Games of falſe Matadores, we baue | 
ſuppoſed the player is not over: Nate defore it | 11 
comes again into his hand. ' ii 

N. B. If you ſhould 3 A fans prendre 
Game, and, it ſhould. be 5 to 4 for winning it, 
you are to conſider that the calling a King makes 
it a ſure Game won, beſides the chance of winning 
a ole; and therefore, upon a ſtrid calculation, | | 
it is found to be more ane to call a King 1 
in ſuch a caſe. Ne ee ines 

N. B. A good player may kla a Qua 
«hen wider s or younger hand, than middle} hand. 


1 CHAP, Dd RP 
2 at QUADRILLE. 
TE ih; „ e He 5 e 1 


Wire any Suit for Trees. he 
muſt abide by ir, e it Ken N 
© et ennie 8 N. 

If a Card happens to be faced i in 8 you 
my deab again, except it is the laſt Carl. | 

bd aa de e 192 

1 von play with eleven Cards you are baſted. [1 
K 3 1 Af ty | 


—— — nes > was —_ - 


pang 
Eras 


hs fy 2 > 
. 


«JI 


— —— ee OR + 
- n — — — — - 
* * , i 7 — * 
: 7 = * 
. 
— owt een 8 
a a Wer pens ar ad h 


Unleſs he Pla) Pe Prefdee. ae TAS en tots flake pl; 


— 3 ere — OE — 
Ar bee ONES Cater + 


ww 


0 . Aer IC \V ee 


| MGR: $41 __ (ER BATISE en, FEINGY 


Nineteen bas ttt fot oi dbl 503. 0 V. 


If yowplay:! fame prendre, or have Mærad otes, No 
pon ate to demand them Before the next dealer the T 


bas fioiſned bis Teal, ; otherwiſe:you loſe "rite fon te: 


Lr of them, i 5 A 1 FEY Ih 59 pot <4 0 it hond 


1 716 Or! fo; lo NM Las b“ Ein 18 the pa 


910 If any. body names his 2 — — asking them. 


leave, he is obliged to play ſanſ prendre, ualeſs , 


| theis the yovngerhand; ande hereſpaye paſs'd IIS 


4 $30!-6 cd ee c hay to e ee f to mal 

* any body land ont . chat Card 555 
played may pe called at any eng that Dea, Wh 
provided hed des not revoke; or t Sad verfardbs preferę 


may demand the Partner of bim, Whonplayed playſſa 


out of his turn, or Adee ee to play any 


N e 2 9 41095 wy bee Tf al 


4 A „e . n vat.” Dy Baia play, l 
| +0 1 whe Game-is won, = 1850 perſon whoſſ ing wh 
won the ſixtch Prick plays a betet 6h is prevent 
a e far rhe Fe ; * 10 hn * Abr os: 
TAE: Bans 5 

If you hive) four King g toe you, WEE ard at Ning ca 
Iberer eitder to” 9 call“ A Med th one of your iy 4.4, 
Kings, or to call one of your- Kings; but you ,.. \W he 
ARGON to call Abs Qin Tb, Mil. Ta | 
19qq34L.uoA : e Re ee * play the 

If any ly 9 a Card fromthe-reſt, 9519 
ought to play if the adverſe party has ſen it, it He v 


If the King called, or his Partrier plays 0 out of He v 
his x fürn; ne Vzte is to "oy played for, fans pre; 
"players; 


Xl. N 
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$3: THE e Muc LANG 500 ys ny I3Þ- 
Ne o Perſ ieee be fab fh fpovfge unleſs 
the Trick is turned and guitted; and if any per- 
fon renounces, and it is diſcover veit the player 
fhon}d happen tobe baſted by ſuch rengunee, all 
the parties are to take pp their Cards, and play 


them qver.a 


Han) N11 9572 sp 214 


111 Spadill * fl S P 5 hes Tot, obliged 
to make! his Kees rick ks. 27 8 T's BY I 050 51 TY) 


.. Whoever en ls: Ter: s the 
prefer: nee 9! f,playing deere e G Fs rs Cal 


play ſans Pre eue „ 
A e LE nnen 


If ali par ties agree to it, before ee | 
play. 155 the. perſon have the pteferenge of-. Pa 


4p, = 


ing who plays fo r the moit T Ticks ; whicl 
prevent ſmall Came $ 8 played. * 
odor od. AE | 
Tie player. js NT to T I, 18 js 
o_ called, before Wok for the Volt. * 
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When g fx (6g es 355 88 0 57 | | 
Trick 298816 J obs 125 or I do not 
p! 7 the Fe 2; 1055 alk——and po thirg. elſe,” 

* g be II. ; 

He. w e. Hole is to take dou te. the 
lake played er ob out, of the Pool.” 
AAB! XVIII. Bu 

He Who ibs = (if elder hand) may play 

2 þrenare, in preference to any of the other 

players. 
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1 you 1 one King <= US you may call 


vorteil, dat mut win ſix Prien „„ 
1 1 we NX. "gt + Ip 2 by * 5 5 e c 


If you play the King ſirventered, he muſt win 
S . Prue Why 8 — dere of 1 _ | 


; ; 15 27 . 8 4 


He wha ha paſſed once (ooleſshehas Spadille) 
1 right: to bot ay: afterwards; alſo he Who has 
ion is obliged to | ay, unleſs 


, bea ll plays ſans prendre. D e O 


XXII. 


Tg 17 the player, or his friend, ſhew W Cards 


befote they have won fix Tricks, the Ad verſaries 
may call agua Cards. as oY ow (pecitying 


each Card. . 8 / 
XXIII. W 


5 Whoever 3 afeed RA Liter pla ſei | 


prendre, unleſs he is forced. 
e „„ 

' You are at liberty to look at the Tricks a when 
you. are to lead, but not otherwiſe, : 


CERT TLL og 5 * 1 * „ 
A 41 AN. 1 oa 
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' Whoever undertakes playing for. the Vole, 


* g 3 
& ö 


and does not ſucceed, has a iht to the ſtakes 


fans prendre, and Matadores' 1 he bas them, 
* won his Game. oy 


XXVI. 


Forced Spadille cannot play f for the 4 ele. EY 


3%; 
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If any perſon diſcovers bis e he is not 
entitled to ©; ay the Vole. 


En 
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he Gauz of QUADRILLE. 8 Wl 
J Will! 

If there happen to be two Cards of the ſams \ mA 
fort, and found out before the Deal is ended, S 1 


hs Deal i in void, but not otherwiſe, | | th 
XXIX. | 1 
Nobody is to. declare how * Tramps: are 


Played out, 


XxX. 6 3810 
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Tricks is to be baſted alone, unleſs. he 1 
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With moral Certainty, how to diſcard any «| 
Hand to Advantage, by ſhewing the Chances 
of taking in any one, two, three, four, or 
five certain Cards. 


CompuTAT1oO Ns * thoſe who Bet their. 
Money at the Game. 


A L 5 O0, 
The Laws of the GAME, 


, Fo which are Added, 


80 Ru and Onsenvarions for 
playing weil at CHE 


The EIO urn EI TI. | 


By ED M ON D Hov LE, Gent. 
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General Rurxs for playing at PIQUET. 


0 U are to play by the ſtages of your 

Game; what is meant by them, is, that 
when you are backward in the Game, or hehind 
your Adverſary, you are to play a puſhing Game, 
otherwiſe you are to make twenty: ſeven points 
elder- hand, and thirteen points younger - hand; 
and you are always to compare your Game with 
your SPE 8, and diſcard accordingly. 

II. 

You are to diſcard in expedation of winning 
the Cards, which is ſo eſſential a part of the 
Game, that it generally makes twenty-two or 
twenty-three points difference ; therefore you are 
not to diſcard for low Omnator2e, ſuch as three 
Queens, three Knaves, or three Tens, becauſe 
in any of theſe caſes, the odds are three to one, 
elder-hand, that you do not ſucceed, and ſeven- 
teen to three youuger- hand; for let us ſuppoſe 
you ſhould go for a Quarz re of Queens, Knaves, 
or Tens, and throw out an Ace or a King ; by 
ſo doing you run the riſk of loſing above twenty 
poigts in ex pectation 7 85 wianing fourteen points. 


iu. 4 


N 
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A TREATISE on PI . 
BE | 

At the beginning of a party you are to play to 
make your Game, which is twenty. ſeven points 
elder hand, and thirteen points younger-hand; 
therefore, ſuppoſe you are elder-hand, and that 
you have a Terce- Major, and the Den of any 
Suit; it is five to two but that you take in one 
| Card out of any four certain Cards; therefore 
ſuppoſe you ſhould have three Queens, three 
Knaves, or three Tens, you are inthis caſe to diſ- 
card one of tt em preferably to the ſeven of ſuch a 
Suit, becauſe it is three to one that you do not take 
10 any one certain Card, elder- hand, to make you 
a Quatorze, and conſequently you diſcard the 
Seven of luch a Suit to a great diſadvantage. 

IV. 

If your Adveckiny is greatly before you in the 
Game, the conſideration of winning the Cards 
mult be put quite out of the queſtion ; therefore 
fuppoſc yon ſhould have a Qu f to a Queen or a 
Quart to a Knave; in which caſe it is only about 
five to four, being elder - hand, but that you take 
in a Card to make you a Quint, and about three 
to one but you take in a Queen, a Knave, or Ten; 
and ſhould you have three of either dealt yon, it ĩs 
good play to make a puſh for the Game, particu- 
larly if it is ſa far advanced as to give you but 
Intle chance for it in another Deal; and in this, 
and other caſes, you may have recourſe to the 
| calculations aſcertaining the odds. | 

V. p 
To gain the point, generally makin ten points 


Cifterence; therefore, when you dilcard, you mult 
en; 


4 TazaTISE en PIQUET. 


Cards by ſo doing. | 
| 1 VI, 


The ſaving of your Lurch, or the el of | 


your Adverſary, is ſo material, that you oughi al- 
ways to riſk ſome points to accompliſh either of 
them. | 

VII. ; 

If you have fix Tricks, with any winning > Card 
in your hand, never fail playing that Card; be- 
cauſe, at leaſt, you play eleven points to one 
againſt yourſelf by ſo doing, unleſs in play you 
diſcoyer what Cards your Adverſary has laid out. 

VIII. 


If. you are greatly advanced in the Game, as, 
ſuppoſe. you are eighty to fifty, in that cafe it is 
your intereſt to let your Adverſary gain two points 
for your one as often as you can, eſpecially if the. Þ} 
next deal you are to be the elder-hand; but if, 


on thecontrary, you are to be younger-hand, and 
are eighty-fix to fifty or ſixty, never regard the 
loling two or three points for the gaining of one, 


111 


endeavour to gain it, but not riſk loſing of the 


becauſe that point briogs you within your ſhe w. 


IX. 


The younger-hand is to play upon the a8 
ſive; therefore, in order to m#ke his thirteen. 


points, he is to carry Terces, Quarter and eſpe- 
ciaily to firive for the point : Bur ſuppoſe him to 
have two Terces from à King, Queen, or Knave, 


as it is tweity-nine to twenty eight that he ſuc- 


ceeds, he having in that eaſe four certain Cards to 
take in to make him a Quart to either of them, 
and, perhaps, thereby ſave a P:gue, &c. &c. he 
ought preferably to go for that which he has the 

: La: molt 


— 


11 A TREATISE on ; PIQUET. 


moſt chance to ſucceed in: But if, inſtead of this 

method of play, he has three Queens, Knaves, or 

Tens, and ſhould attempt to carry any of them pre- 

ferably to the others, the odds that he does not 

ſicceed being ſeventeen to three againſt him, he 

i conſequently. diſcards to a prone e 
X. 


Z 


— 


* 5 — 4 


The elder or younger-band i is ſometimes to 
f nk one of his points, 4 Terce, or three Kings, 
Queens, Koaves, or Tens, in hopes of winning 
Li the Cards; but that is to be done with Judgment, 
1 and without heſitating, | 
It is often good play for « younger-hand not 
N to call three Queeas, Knaves, Oc. and to fink 
1 ore Card of his point, which his Adverſary may 
ſuppoſe to be a guard to a King or Queen. 
11 1 
1 5 The younger-hand having the Cards equally 

| gealt him, is not to take in any Card if thereby 
he runs the riſk of loſing them, unleſs he is very 
backward.in the Game, and has then a ſcheme 
for " great Game. 


1 a0 8h 4 
4 the youp zer-hand has a 1 of ſaving 
+ or winning the Cares by a deep diſcard, As for 
example: Suppoſe he ſhould have the King, 


e 
— * — — — —— — - 
£ 7 7 
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Queen, and Nine of a Suit; or the Kiog, 
lj _Knave, and Nine of a Suit; 10 this caſe he may 
5 diſcard either of thoſe Suits, with a moral cer- 
| 7 tainty of not being attacked i in them, and the odds 


1 
| that he does not take in the Ace of either of thoſe 
Suits being againſt him, it is not worth his while 
to diſcard otherwiſe in ks of ſucceeding, 


XIV. The 
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| XIV. 
The younger: hand having three Aces dealt 
him, it is e his belt 5 to throw out the 
fourth Suit. 5 | 
| 1 | 
The younger-hand i is W to carry a 
to his QueensSuits, in order to wake points; 8 and 
to ſave the Gardd. +67 Rog 
| XVI. 
a When the younger-hand obſerves that 8 
der-hand, by calling his Point, has five. Cards 
which will make five Tricks in play, and may 
have the Ace and Queen of another Suit, he ſhould 


throw away the Guard to the King, eſpecially: if | | 


he has put out one of that Suit, which will give 
him an even chance of ſaving the Sten 40 
XVII. 

If the elder-hand has a Bains a King dealt 
him, with three Kings and three Queens (includ- 
ing the King to his Quart) and that he is ob- 
liged to diſcard either one of his Quart to the 
King, or to diſcard a King or Queen. 8 10 

| Dqery, Which is belli for him to diſcard? 
Anſwuer. The chance for taking in the Ace or 

Nine to his Quart to a King, being one out of 
two certain Cards, is exactly equal to the taking 
either a King or a Queen, having three of each 
dealt him; therefore he is to diſcatd in ſuch a 
manner as gives him the faireſt Probability of 
winning the Cards: >: 

The foregoing caſe” may be Soren direion 
to diſcard in all caſes of the ike” SANE, either 
kor the elder or youoger- hand. 
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Suppoſe the elder-hand has taken in 1 his fre 
Cards, and that he has the Ace, King and Knave 


has alſo the Ace, King, Knave, and two ſmall 


the other Suits. 
| Query. Which of theſe Saits i is he to play 
| from, in order to have the faireſt chance of 
winning, or ſaving the Cards ? pk 
Anſwer, He is always to play from the sui of 
Which he has the feweſt in number; becauſe, if 
he finds his Adverſary guarded there, the proba- 
bility is in his favour that be is ungarded in 


of which he has the moſt in number, and finds 


has no chance to ſave or win the Cards. 
5 1 , 32 XIX. Fo 
Tf the eldetHhand: is ſure to make the . 


ner, and is advanced before his Adverſary in the 
Game, he is not to riſk the loſing of them; but if 


Ii is his intereſt to riſk the loſing of the Cards, 
in expectation of winning of them. 


_ r —— ; ͤw˙᷑»—ĩ2“r d: ꝗ T — 


of a Suit, having diſcarded two of that Suit: He 


Cards of another Suit, but no winning: Card 1 in 


the other Suit; and ſhould he play from the Suit 


his Adverſary's Queen guarded, in that caſe he 


equal, by playing of them in any particular man- 


his Adverſary is greatly before him; in that caſe 


b 

| 

14 == 
| 0 Particular Notes at CagEs. 
li Uppoſe you are adhd and that you have 
1:88 dealt you a Puart-Majrr, with the Seven 
5 and Eight of Clubs, the King and Ten of Dia- 
monds, the King and Nine of Hearts, with the 
Ten and Nine of Spades, Query. 


quen 
titled 
chanc 
conſe 
the o. 
yout 
your 

point, 


If 
and f. 
King: 
meth 


Su 
and f. 
Quee 
Hear! 

Bd 
babili 

An 
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ſame Suit for the point, with two other Kings; 
or to throw out one Card of your Point? 

An. If you throw out one Cafd of your point, 
there is a poſſibility that you reckon only five 
points, and that your Adverſary may win the 
Cards, by which event he gets eleven points, 
beſides his three Aces, Oc. which gives you a 
bad chance for the Game: But by leaving 6 
Card, and admitting that one Card of conſe- 


quence lies in the five Cards which you are in» 
titled to take in, it follows, that you have four 


chances to one againſt leaving that Card, and 


conſequently it is your intereſt to leave a Card; 


the odds are alſo greatly in your favour, that 
you take in ſome? one of the following Cards in 


your tour Cards, vz. there are two to your | 


point, three Aces, _ one King. 


If you ſhould e to have the Ace, King, 
and four ſmall Cargs of any Suit, with two other 
Kings, and no great Suits agaialt you, the like 
method of the former cafe may be ORE” | 

SH: 7155 + | 


Suppoſe you ſhould have the Kiag, Queen, 


and tour of the ſmalleſt Clubs, the King and 
Queen of Diamonds, the Ace and Kaavye of 
Hearts, and the King and Nine of Spades. 
Query. How are you to diſcard, with a pro- 
bability of making the moſt points? 
Anſ. You are to throw out the Queen, and 


een {mai Clubs, and to my three entire Suits, 


Witi 
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Query. Whether you are to leave a Card, by 
carrying the Quari- Major and two more of the . 
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with the King of Clubs; for this reaſon, becauſe 
the chance for your taking in the fourth King, is 
exactly the ſame as the chance of taking i in the 
Ace of Clubs; in either of which caſes it is three 


to one againſt you : But if you fail of taking in 


the fourth King, by diſcarding thus, you have a 
fair chance to win the Cards, which will probably 
make twenty-two points difference. But ſhould 
you diſcard with an expectation of taking in the 
Ace of Clubs, and ſhouid happen to fail, you 
beins obliged to throw out ſome of your great 


Cards, you would have a very diſtant chance of 


eicher ſaving or winning the Cards. 
"WE, 
B e you Gould have the Kink aj hc 
* Clubs, a Terce- Major in Diamonds, Queen 


and Knave of Hearts, and a Quint from the 


Knave of Spades. 
Query. How are you to diſcard, with a bee. 


bability of making the moſt points? 
Anſer. You are to throw out the Quint to 
a Krave in Spades, in order to make the molt | 


Points; becauſe, let us admit that your Quint is 


good for every thing after you have taken in, | 
you in that caſe only {core ninetcen Points, if 
you carry it, and you probably give the Cards up, 
and alſo the chance of a Duatorze of Queens, be. 


fides a great number of Poirts in play; and con- 
ſequently, by carrying the Qgint, 
diſcard to a great A | 


Suppoſe you have the Kiog 2. (een, Seven Fight | 


And Nine of Clubs; the Onecn and Kuaves of 
Diamonds ; ; 


you would | 


” OY CU oO ns 


Diamonds; the Queen, Teo, and Nine of Hearts, 
with the Ace and Nine of Spades. 
© Buerys How are you to diſcard ? 


 Anſw. You are to diſcard the King, Seven, 


Eight, and Nine of Clubs, and the Nine of 
Spades; by which means you do not only go for 


three Suits, but you have the ſame chance for 


taking in the fourth Queen, as you would have 
to take in the Ace of Clubs: Befides, the. pro- 


bability of winning the Cards is greatly in Four 


favour, by this method. of diſcarding. Do 
| VL 1 


Suppoſe you have the Queen, . Ten, Nioe, 


Eight, and Seven of Clubs; the Knave and Ten 

of Diamonds; the King, Queen, and Knave of 

Hearts, with the Ace and Nine of Spades, 
Query. How are you to diſcard? - 
Anſ. You are to diſcard the fiy- Clubs ; be- 


cauſe it is three to one that you do not take in the. 


Knave of Clubs, and the carrying three entire ſuits 
* you a fairer. n to ſcore more Points. 
| 3 | | 
Suppoſe you have the Ace, Queen, and Knave 
of Clubs; the King, Queen, and Kaye of Dia- 
monds; the Queen and Knave of Hearts, with 
the Ten, Nine, Eight, and Seven.of Spades. 
Query. How are you to diſcard? ._ 
Anſwer. You are to diſcard the Ace of Clubs 
and the four Spades, becauſe it is only five to four 
but you take in a Queen or a Knave; it is al ſo about 
three to two you take in an Ace: Vou have alſo 
three Cards to your Terce to a King to take in, 
viz, the Ace and Ten. or the Ten and Nine, to 
| make 
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+. make you a Quint; all which circumſtances con · 
ſidered, you have a fair probability of making a 
great Game; whereas, if you ſhould leave à Card, 
by throwing out the four Spades only, you run the 
riſk of leaving one of the following Cards, viz. 
the King of Clubs, the Ace of Diamonds, the 


Ace, Queen, or Knave of Spades; in any of 


. which caſes you would probably loſe more points 
than by throwing out, the Ace of Clubs; and if 


you ſhould carry two Suits, viz. * Clubs, 


three Diamonds, and the Queen of Hearts, you 
run the riſk of putting out fourteen points; and 


it is only five to four againſt your taking in a 


Queen or Knave, and therefore you would diſeard 
to a great CIR 


VIHet 
Suppoſe you have the King, Queen, and Ten 
of a Suit; and that your Adverſary has the Ace, 


| > Knave, and one ſmall Card of that Suit; and 
that you have only thoſe three Cards left, and 
[7 you are to make three points of them. 


Query. What Card are you to play? 
Anſwer, You are ” Play the Ten. 


Suppoſe you | have . Ace, Queen, Ten, and 


Nine of Clubs, alſo the King, Queen, Ten, and 


Nine of Diamonds. | | 
Query. Which of theſe Suits are you to carry, 
WE in order to have the faireſt probability of ſcoring 
the greateſt number of points. 


Anſwer. You are to carry the King, Queen, 


Ten, and Nine of Diamonds, becauſe the chance 
ot taking in the Ace of Diamonds is exactly equal 
7 , to 


a 


— 
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to that of taking in the King of Clabs; and alſo 
the chance of taking in the Knave of Diamonds 


is equal to that of taking in the Knave of Clubs; 


by which manner of diſcarding, you have a pro- 
bability of ſcoring fifteen points for your Quint 
in Diamonds, inſtead of four points for the Quart 
in Clubs; and the chance for winging the Cards 
iS better, becauſe by taking in the Ace of Dia- 
monds you have ſeven Tricks certain, which can- 
not happen by 2 in the King of Clubs. 


Suppoſe you have Gar Aces ws two Kings 
dealt you younger-hand, in order to capot the 
elder-hand, you are to make a deep diſcard, ſich 
as the Queen, Ten,. and Eight of a Suit; by 
which means, if you happen not to take in any 


Card to fuch Suit, you may probably ay the 


Adverſary. 
N. 


Suppoſe elder - hand, that you have the Aon 


Queen, Seven, Eight, and Nine of Clubs, alſo 
the Ace, Knave, Seven, Eight, and Nine of 
Diamonds. 


Query. Which Suit are you to carry, in order | 


to make the molt points? 


Anfwer. You are to carry the Ace, Wee | 


Seven, Eight, and Nine of Diamonds, becauſe the 
taking in the King of Diamonds is equal to the” 
taking in the King of Clubs, and conſequently as 
good for winning the Cards : but you have the 


chance of taking in the Ten of Diamonds to make 


you fifteen points, which event cannot happen 


by taking 1 in any one certain Card in Clubs, 
XII. * 


i 
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u © TP OH 
eee eldcreband; that you have the "ig 
Queen, Seven, Eight, and Ten of Clubs, alſo the 


Ace, K nave, Seven, Eight, and Ten of Diamonds. | 


Duery, Which Suit is beſt to carry? 
Anſwer. You are to carry the Ace, Knave, 


% Seven, Eight, and Ten of Diamonds, becauſe the | 
chance of taking in the King of Diamonds is 
equal to the chance of taking in the King of 


Clubs, and conſequently as good for winning the 


Cards; but you have an additional chance of 


taking in the Nine of Diamonds to make you 
fifteen points, which event cannot happen by 
Og in one certain Card in Clubs. 
„˖ͤ „ It 
Suppoſe you have the Ace, 4355 Ten, and 
two more of a Suit; alſo the Ace, Queen, and 


| Ten of another Suit only. And let us ſuppoſe, 
| that your Adverſary has ſne wo ſix Cards for 
bis point, ſuppoſe the Ace, Queen, and four 


ſmall ones, and ſuppoſe you are guarded in that 


Suit, as ſoon as you have the Lead, you are to 


play from the Suit of which you have the fewelt 
in number, becauſe if he is guarded in that Suit, 
he is probably unguarded in the other Suit; but 


ſhould you have the moſt in number, if Key hap- 
| PENS to be guarded there, you. have then no 


chance to win the Cards; which may prove 
otherwiſe, if you begin with the Suit of which 


you have the feweſt in number. If he is guarded 
in both Suits you have no chance to win the 


Cards. 
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Sis Con PUTATIONS, directing, with moral 
liehe how to CT well any Haus, 


'H E 7 WY of an elder-hand's caking'! in 
one certain Cards is 13 to 1 Ne an him, s 
1 015 taking, two. certain Cards is 18 


; 4 * 


„ 


to I againſt him. 


OE nl. 
4 would know 8 are the odds that an 


elder.hand takes in four Aces? 
againſt bim. for him. 


An wer That he takes i in 1 
1 1s — 968 e 
At leaſt 3 of them is about a.m 
„ c 
1 1 of them 33 ˙ vw 5 
wt 3 


N an ES has one Ace Eg him, what 


ate the odds that he takes in the other three? 
pa Ferns him, for him, 


Anſwer, That he takes i in ? 


the 3 Aces — 7 auen 2 
At leaſt 2 of them is about i 
1 of them e 20 5 to 3 


A 10 fine 1005 17 * ith | 
if an elder - hand has two Aces deal 1250. what 
are tha: odds that he takes in the other. two? 
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- Againſt him. for him. 

Anſwer. That he takes a3 6 
A the other 2 Aces is 7 ME 

t leaſt 1 of them-is near IN ELD 
5 ta 4 againſt him, or 5 . 
VI | 

In caſe the elder-hand has two o Aces and two 
Kings dealt him, what are the odds that he takes 


in either the two Aces or two Kings remaining ? 
. © mat him, for him. 


Auſauer. It is about „ 
— Wn >. | 

| Elder-hand having neither Ace nor Ring deal t 
him, what is his chance to take in boch an Ace 


and a King in 2 or 5 Cads? 7 
a ” 5 " i againſt him. for bim. 


Anſwer. In 2 Cards/is about 11 to. x 
I! 3 Cards: — „ 
In 4 Cards — 9-16 £ 
In 5 Cards 33 to 31 
„ WM 
What are the odds that a younger- hand takes 
in two certain Cards! 


5 againſt hes. for him. 
- Anſwer. ON 62: to 1 
What are the odds that a er rakes 
in three certain Cards: 5 
Es ann him. for him. 
Anſwer, — 
IX. 


1139 1 
The younger- hand having no Ace dealt bim, 


what chance has he for his taking one? 
againſt him. for him. 


Anſwer. It is 28 to 29 
A | Ne If 


| * 
If the 3 has one Ace Jeght 15 
what are the odds of his taking in one or two 


of the remaining Aces? 
againſt him, for him. 


_ Anſwer. That he cakes in” 11 
two of them is about 5 1 a 
At leaſt c one of them — 3 ay 4 
Rs | RE 
What are the odds that the youn ger-band takes 
in one certain Card ? 


* againſt bim. for hlm. 
Anſauer. That he does not? : 
"take itio:is. 17 mY 3 
W hat is the odds of a Duart-Blanch ? 


againſt him, for him. : 

* e 
„ CBAKS 

An ExrLANATIex and APPLICATION of the 1 

Joregoing CALCULATIONS. 


1. : 
8 by the fir ſt len it is 3 to 1, chat, | 
being elder-hand, you do not take in one 
certain Card; you have, therefore, a better 
chance of advancing your Game, by carrying 
two Suits for points and the Cards, than by 
aiming at Quatorze of Queens, e or Tens. 
. 
Second calculation; to take in two certain. 
Cards, elder-hand, is 18 to Jagainſt you, 
Therefore ſuppoſe you have a Quart. Maj or, and 
two other Aces dealt you, the odds that you do 
M 2 | not 
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. 


war Aces, Oc. being 968 to i by the third 
calculation, is ſo great a chance of not ſucceed- 


not take in the 1 ten to your Quart-major, and the 


l Ace, is 18 to I agaiaſt you; but that you 
take in one of them, is only 21 to 17 againſt you. . 
And ſuppoſe you have three Aces and three Kings gs 


dealt you, the odds are 18 to 1 againſt your ta 
ing in the other Ace and the other Kiog 3, yet it 


is not much above 5 to 4, but that you take 1n 
one of them. This example ſhews, how you 


are to diſcard i in caſes, of the like nature. 
III. 4 | 
ehe odds! in \ taking i in four certain Cards.” as 


ing, that it is ſcarce worth further notice. 


But to take in three Cards out of any four cer 
tain Cards, elder-hand, is only 33 tOiagainſt you. 


> - | , Bi Ea. are . 
Suppoſe you haye two Aces and two Kings 


dealt you, the odds of taking in three of them 


out of four certain Cards, ſuch as two Kings and 


one Ace, or two Aces and a Kiog, are guy 33 


to I againſt you. 
But ſuppoſe you ſhould 1 want to take in any 
two out of four certain Cards, ſuch as the 


Queen of Clubs, the Ten.of Diamonds, the Ace 


of Spades, and Knaye of. Hearts, being elder- 
band, it appears by the calculation to be 3 to 1 


againſt you; and the odds are the ſame for any 


two out of Four certain Cards, fs 


But if, being elder-band,. you 8 one 


card out of four, the odds are 5 to 2 in your 
favour that you take i it in. Therefore, if you 


have four 15 or any, inferior Quatorze dealt 


you, 


+ go e ac Mk. 
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you, and no Ace, it is great odds in your 1 
favour, that, being elder-hand, you rake in one 
Ace, and ought to play your Game accordingly. 
But you muſt always conſider the diſadvantage 
either of loſing the Cards, or running the riſk of 
a Capot, which you run the hazard of, bj 
ſpoiling your hand with keeping four Tens when 
they are not good. i | 
IV. | 
By the fourth calculation; if you have one 
Ace dealt you, it is 113 to 1 that you do not 
take in the three others; 49 to 8, or about 6 
to 1, that you do not take in two out of the 
three; but that you take in one out of the three, 
iS about 3 to 2 in your favour, or 137 to 91. 


As for EXAMPLE, 


You have a Quart from a King, and two 
Kings more dealt you; as it is 3 to 2 that you 
take in either Ace or Nine to your Quart to the 
King, or the fourth King, as you have the chance 

of reckoning fourteen or fifteen Points by this 
method of diſcarding, you ought to play 
accordingly : And this method ſhews you how 
to play any hand of the like fort, 

- - But if you ſhould diſcard, with an expectation | 
of taking in two Cards out of three certain Cards, 
the odds againſt ſuch an event being above 6 to 1, 
your Game mult indzed be very deſperate if you | 
attempt to diſcard to that purpoſe, The chance 
of taking in three certain Cards, being 113 to I, 
is a very diſtant chance; yet even ſuch does hap- 
ren ſometimes, but ought never to be ventured 

ä M 3 | upon, 
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1 V. 
The fifth calcglation'i is, that if you have two 


PO Bp e re A” 


| not take in the two other Aces; but only 17 to 
21 that you take ia one of them. Let us illuſtrate 


have a Quar- Major dealt you, and a Quart to 
a King, and that you are greatly behind your 
| | 


King, is only about 5 to 4 againſt you. 


| three Kings and three Qu 
! 
odds of your taking in both a King and a Queen 


Wy one of them, is only 5 to 4 againſt you 
diſcarded by this method of calculation. 


VI. 
As, by the fixth calculation, it is 17 to $ this 


„e. * A 4 
n e 
3 


e + 


Ar, 4 — 


not, therefore, confound this with the third 
calculation, where the odds are not above 3 to 
I that ou take in two 3 out of the four. 

cer neither an Ace nor a King dealt you. 
what art che odds of your taking in both an Ace 
f anda K ag in two, in three, in four, of fve Cards? 
5 Auer. To take ia an Ace and L K "gs 
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| ups; but when a man has no other reſource i in 


Aces dealt you; it is eighteen to one that you do 
Li's ! the uſe of this by an example. Suppoſe you 


Adverſary in the Game; to take in the Ten to 
k | your Quart Major is 3 to i againſt you; but to 
take in the Ace or Nine to your Quart to the 


Alſo, by the ſame Rule, ſuppoſe you have 
neens dealt you, the 


are 18 col againſt you; but that of your taking 


All other caſes of the like nature may be 


you do not take in two certain Cards out of four, 
ſuch as two Kings, two Queens, &c. you muſt 


= 2 Cards i is about — 64-20 © 
In 3 Cards — — 4 WE 
In 4 Cards — — 8 
In S Cards — — 32 tor zr 


You may obſerve by the foto g calculation, 
what are the odds of taking in two, three, four, 
or five Cards out of any eight certain Cards, and 
conſequently diſcard to the greateſt advantage. 
de foregoing calculation is either for the 

elder-hand or younger-hand. | 


F 


Let us ſuppoſe the younger - hand to have two | 


Quator ze againit him, he may obſerve, that it is 
not above 4 to 1 but that he takes in one of each 


of them. The like rule may ſerve for any other 


eight certain Cards. | 
| VIII. 


As by the eight calculation it is 62 to 1, that 
the younger-hand does not take in two certain 


Cards, which event happening, he ought not 


therefore to run the hazard of ſo great a chance, 


but when his Game is ge and does not 
N him another Deal. | 


* 


By the ink 3 as it is 29 to 28 that 


the younger- hand takes in one Ace, having none 
dealt him; the calculation is, the, ſame for any 
Card out of four certain Cards. 

e bee s b, el % | 
Soppats you have two Quaris de FM bo 

the King or Queen of any Suit, it #3. 
adds of 29 to 28, but that you take in 41714 
| Rite 
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make one of them a Quint, and therefore you 


are to diſcard accordingly, | 
As alſo, that you take in either Ace, King, 


Ones or Knave, of any one Suit, when a. 
| ch a or Repique is againſt you. 


2 Wheitenth.caleulation i is, that if the younger- 
id has one Ace dealt him, ir is 2 1 to 1 that he 
does not take in two Aces, and about 3 to 2 that he 
does not take in one of them; which calculation 
holds good in the taking in aoy three other cer- 
| | tain Cards. Therefore, for example, let us 


ſuppoſe, that as it is but 3 to 2 againſt the 
vounger-hand's taking one Card out of three to 
ſave a Pique, or a Repique, it would generally 
be reckoned good play, either to throw one 


from his point, or diſcard a King, oo foy the 
| eyeat of ſuch a chance, 


| Xl... 
By the eleventh calculation it is 17 to 3. 


younger-hand, againſt your taking in any one 


certain Card; therefore the odds of not ſucceed- 
ing id this cafe are ſo greaily againſt you, that it 


ought not to be attempted, eſpecially if the win- 
ning or ſaving the Cards pd by i doing, 


except ia 1 caſes. £09 


Cazzs of contest and 1ygrkverion. 
"EL 


7 you are younger: OY ad that ng 
have the Queen, Knave, Seven, Eight add 


Nine of Clubs; alſo the Seven and Eight of Dia- 


monde, the Seven of Hears, aud the Ten, 
| Ni: Be, 
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Nine, Eight, and Seven of Spades; and that 
the elder hand has left a Card. 


Query. How are you to diſcard to put it in the 


power of the Cards to repique the elder- hand? 
Anſwer. You ars to carry the five Clubs and 
the four Spades, and to leave a Card; and by 


taking in the Ace, King, and __ of Clubs, 5 


you repiqus "our: Adverſary. $61 
„I. 


| Suppoſe you have eight Clubs, the Ace and 
King of Diamonds, the 0 of Hearu, and the 
Ace of Spades: _ 
Query. Whether you repique the younger-hand, 
or not? 
Anſwer. The ;yaunger-hand may have 4 
| Quarte- Blanche, by having three Quarti from 


a Ten, which reckons. firſt ; and therefore he is 


not repiqued. 
III. 


What is the en number to be made of a 


Pique? 
Anſauer. Eighty-two Downs. 


What are the Cards which — that | 


number? 11825 


Anſwer. A Quart-Mojr i in Clubs, A * 
Major in Diamonds, Ace, King, and Ten of 


| Hearts, with the Ace of Spades. 


This is only upon ſuppoſition that the Quart- 


Magee] is $006 for every thing. 
IV. 1 2 4c une 210004) 1 


What is the bigbelt number to be made of a 


Repique and Capot ? - ... 
Anſwer, A hundred and ſeventy Points. | 


What 
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— 2 


«th 2 : 
22 1 


1 n 2 — - — — 
— — p 

. _— £ 1 T N 2 = 

wy — — —— . oo oe ß — — —2ͤ ͤ —— erre ences — — 


** 
r 
= —_ 


| 130 A TREATISE vn PIQUET: 
What are the Cards Which compoſe that 
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{ | to make eight points, before 


1 


number? 9 


| * Anſwer. The for Tres Mayne, which a are | 
5 ſuppoſed to be good for every thing. | 
| 2 


pole you are elder- band, ag” that you 


want eight points of the Game, and that the 
! younger-hand wants twenty-three points; and 


ſuppoſe you have dealt you the Ace, King, and 


Queen of Clubs; the Ace, King, and Ten of 

| Diamonds; the Ace, Knave, and Nine of Hearts; 

the Knave, Nine, and Seven of Spades, 
Query. How are you todiſcard, to prevent any 


poſkdiliry of the younger-hand's making twenty- 


three Points, and he is not ro reckon Vuarte- 


Blanche ? 


by which method of nl you are certain 
e youn e 
can make a dg. points. 8 
A. a | 
Sup ppoſe] you have the Ace - Queen, and Knave, 
of Clabs, With the King 190 


ead, is to 
make five points, or loſe the Game. 


Adſwer. When he plays his Ace of Clubs, 


you are to p gue. King of Clubs; ER by which 
mcans be can 1 make 1000 our points. 


4 and B play a partie at Piquet. 


, Ace Vu are to Siſeked the Kin gand Queen 
of Clubs, the Knave, Nine, and Seven of Spades; 


N Ten of Diamonds; 
1! BY and ſuppoſe your Adverſary has the Ace, Queen, 
aod Knave of Diamonds, and the King and Ten 
of Clubs, your adverſary being 710 


＋ * Y 
et Lk EE en 


They _ 
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They are one Game eich of the Partie. 


A has it in his power to win the ſecond! Game:; 
but then he is nn at- the beginning | 


of the next Game. 


A has it alſo in his power to eveken only 


ninety - nine points of the fecond Game, and 3 
is to be ſeventy. . : © c 


Query. Whether i it is Hs intereſt w win the i 


ſecond Game, or not? 
Anſwer. It is As intereſt to win the ſend 


Game, in the proporvion of 140 13 in his favgur- ; 


CHAP. VI. 


| Sens Courvrari oN's fer ling Mong at the 
| Game of PLQUET. | 


the Game. A | 
H. 


Jurch the younger-hand. 
| ee OE LGC: 

It is near 4 to 1 that the younger- band does 
not lurch the elder- hand. 


Se. A and B TT: a Partie at P ET. 


| It is ab6at 2to1 that the elder-hand does not [ 


wins the Partie? 
Anfwer, About 23 to/20, 20, i. 
I . 
 1f A bas one Game, and Bone Game, he who 
83 bas above 5 to E® to win hams Pare: 


u. ff 


e Sas 


1. 
TT is five. to four that the elder· hand wins 


43 
| 


4 kd band; what are the odds chat 4 \P 


P tengo tee 
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* 17 4 has t two Games Love before hoy cut for : 
| the: Deal, the odds are _ 4 to I that he 


wins the rn TY 


OY mY * 


— 1 4 4 E * > ** 'Y 


lik A. 5 Now! PL. hon M84 is . the 


band, the odds ate out 'S to 1 e bf wins 


the! Partie. 2 
C 7. Fn * : 5 8 1 ; 7 " 8 + * 5 * % ; . þ wh 4 ' 7 14 
fi: F bY F . * , 


If B FAR . bin when Lis is two Love, the 


THR. VEG. bas 


odds in favour of 4 are about 3 and a balf to I. 
VI. 


I Ahas two Wim, and Abet, before they 


| cut, the odds i in fayour of 4 are Above 2 to 1. 


el FEM: 9 25 18 War: 


VII 7 
1. If A has the hand. GY two! Hig to, one, 
1 the odds are about IT to 4. 3 is 5 1 


if OY £7 


8 VIII. 1 1 80 8 
If B * hs hand, when A is in Glatt to 


I! | one, the png in favour of 4 are about 9.70 . 
. 

If A is one vii ne Love, 400 bee . 
n in favour of A are Ahopx 19 10 9. 


5 3. 1 by : fs 
1 1f A has one Gale e Love, and — 
1 N eg A of, 


rote ws 1.2 11 
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Laws of the Game 4 at PrQuBT.. N 
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| Tf the Ader bisd b * in obe of 4 three 3 
| Cards which belong to the er en, As 
| loſes the Game. 77, 105 


r * 2 


n 75 
n -n. in (Ls his Ko Carte, 
ſhould happen to turn up a Card belonging to 


the Ries he i is to reckon nothing that 
Dept. I TR" 


1 5 J " 
7 W OTE: 2 * 5s $2 1 pf : 178 14 


. iv. Ys kari 3} 1 ni hir 
Ik che 417 or e end ply with 
thirteen Cards, he 1 Motbing . 15 


If the Anand Val en Cards $20 bim, 

it is in his option whether he will ſtand the Deal 
or not; and if he chuſes to ſtand the Deal, he 
is to diſcover it, and to diſcard ive Par and 

to take in four 0. Yo 


— hd &5 


1 ; 
E % Ty \ 
K av tg 34 „n 


VI. 
Tf che 027 br „ger Bl reckons what 
they hare, not, they A t nothing. We | 


If the elder Mactt tskis iti? N32 after TY 
has diſcarded,” he cannotalter his Gif card 
SA bib DAR VIII. en 8 N 9 
if a Cord 462 ficed, ant? Whg 1s 5 be 


* diſcoyered, either in the Dealing or in the ſtock, 
| there muſt be l Bed, "bo fe it be the 
botany Card. 10] ia d "2 K ZE WATT + 


If the, Dedler, a ns ST Abi 
belonging to the Mer. ban it is in the option 
of the clder-hand to have a new. Deal. LF 


* * 
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Wi X 

[ 71 11 the vonne ba takes in * Cards, it is 
8 N - the loſs of the Game, unleſs the elder-hand hay 
1 * left two Cards. . 


Mie the aeg basd * 1 point, 
Is 1 which happens to be a Quart - Majar, and it is 
allowed to be good, and only reckons four for 
it, and plays away, in this caſe he is not entitled 
1 to count More. 3 


„ e 
. "of the elder: band ſnewys a 7 0g or Qrart, or 
WY Terce, andaſks if they are good, and afterwards 
forgets to reckon any of them, it bars the 
„ from reckoning any of equal value. 
XIII. | 
| Dvarte-Blinche counts firſt, and con ſequently 
faves: Piques and Repiques: It alſo piques and 
F repiques the Adverſary, in the ſame manner, as 
19 if thoſe Points were reckoned in any ather way. 
] XLV. 


OQnarte- B lanchs reckons before any ching elfe; 
but need not be ſhewn till the Adverſary has firſt | 
| diſcarded ; only, if you areelder-hand, you muſt | 
bid the younger-band. to diſcard for Duarte- 
= Blanche; which, after he has done, you ſhew 


* —— — * * 
— - — 2 Wy Wd + IS — 2 2 5 
. — — 
So © Kor ood e — 5 * — - 7 * - 
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4 . N 7 
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your Blanche by counting your Cards down one © 
after another. e EY „„ 
XV. "> 
You are to cut two Cards at the leaſt, 
32 3 | Sf 
1 if you call a point, and do not ſhew i it, you a 
reckon nothing for it; and the younger-hand 1 


may ſhew, and reckon his point. 
| : XVII. It | 


JJ... 9 AE ns. cb da 


— bad 


4 Trza Tien on ibn. * 
. 


If you ads with eleven Cards or fever, no f 
penalty attends i itt 


XVII. 


5 if the Eider undd leaves a cunt: 403 * be 95 
has taken in, be happens to put to his diſcard 4 
the four Cards taken in, they muſt remain wien 


his diſcard, and he only play with eiter e 
viz. thoſe addod to his diſcard. 
NIX: 


If the younger-hand leaves a cad or WH, YJ 
and mixes it with his diſcard before he has ſhewn 
it to the elder-hand, who is firſt to tell him 


, 
_— 
tries —ͤ—— —— — — — — n 


what he will play, the dne is entitled 10 f 


ſee his whole diſcard.” 
XX. 


If the younger-hand leaves a 4 or Carde, 
and does not ſee them, nor mixes them to his 
diſcard, the elder-hand has no right to ee 
them; but then they muſt remain ſeparate 


whilſt the Cards are playing, and the younger- 


hand cannot look at them neither all that 


Ws RY 
XXI. 


Ik the Vong a leaves 4 card or Cards, *J 
and looks at them, the elder-hatid'is entitled to 
ſee them, firſt declaring what Suit he will hg & 


* XXI1l. 


if the Dealer deals a Card too many, or too 


few, it is in the option of the elder hand to have 
anew Deal; bur if he ſtands the Deal, he muſt 


leave three Cards for the younger-hand. 


W's x XXIII. You 
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XXII. 
You are, in the firſt place, to call your Point ; 
aud if Jou have two Points, if yon deſign to 


Err yy wr rg ww, 
4 a — WAA N - 7 be — 
- 4 > 


— 
—— Ghes: 
— 


— 
P — 


are to abide by your RO call. 
7 IV 


You are to call your Terces, e Clnquer, 


* 
> jp” 2 -4 _— * — — ꝶ2uũ 4 : ĩ— 2 ͤylr132·˙——— — 
72 —— Ee erm 


— 
n 
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* . 2 


1 caſe'y you to reckon them, 

. XXV. 

$38 vou are to eall a Puatorzepreferable t to three 
119 : Aces, &c. if you delign to reckon them, 

17 XXVI. By 
1 'If you. alla Terce; | d a Nuri in your 
Hand, you mult abide by your 25 call. 
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reckon the higheſt, you are to call that firſt, and 


&e. next; 55 to call the higheſt of . in 
de oth 
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Playing v well at CHESS.. "Ml " 


| 
You ought to move your Pawns Irs you 
ſtir your Pieces, and afterwards to bring 
out your Pieces to ſupport. them; therefore the 
Kings, Queeas, and Biſhops Pawns ſhould be firlt 
played, in order to open your Game well. 
II. 

Lou are e not, therefore, toplay out any of your 1 
Pieces early in the Game, becauſe you thereby 
loſe moves, in caſe your Adverſary has it in his 
power, by playing a Pawa upon them, to make 
them retire, aud alſo opens his Game at the fame 
time; eſpecially avoid playiug your Queea out, 
till your In is tolerably well 7 


P 


| Avoid giving uſeleſs checks, and never give 
any, unleſs you thereby gain ſome advantage, 
becauſe you may loſe the move if he can either 
ky or ne your Piece a] 8 
15 DB g+- ++ Iv, Never 
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Agile wich. 1 aan mat pa can't St ſap- 


3 port. 


Iv. 


e your Game by having too many 


pieces together, for ſear of choaking up your 
paſſage, fo as to hinder your advancing or 
relrearing your men as occaſion may require, | 


If your Game happens to be crowded, endea · 


vour to free it by making exchanges of Pieces 


or Pawns, and caſtle your ep? as ſoon as a 


n can. — 
- .. 

Endeayour to crowd the Adverſary's SABER 
which is to be done thus : When he plays out 
his Pieces before he does his Pawn, you are to 
attack them as ſoon as you can with your Pawns, 


" 


by which yo6uTmay make him loſe moves, and 
2 conſequently crowd him. | 


1817? > e WARD, 
Never attack the Adverſary' 8 ; King without a 


ſufficient force; and if he attacks your King, 
and you have it not in your power to attack his, 


vou are to offer exchange with him; and if he 


retires, when you preſent a Piece to exchange, | 
be may lofe a move; and er ym, gain 


an e +) 70 * 
N=. VIII. 
Play your Men in ſo good 3 of one an- 
e thatif any Man you advance be taken, the 


adverſe Piece way allo, be taken by that which 
goarded yours; and for this purpole, be ſure to 


have as many guards to your Piece, as you ſee 
your Adverſary advances Pieces upon it; and if 
you can, let them bs of leſs value than thoſe he 


— — 


| 


for Ploying at ohkss. a 139 - 


port your Piece, ſee if, by attacking one of his ! | 


that 1s better, or as good, e you can t 
thereby ſave yours. on 
„ ee 

Never make an attack but n well prepared 5 
for i it, nor give uſeleſs checks, for thereby you 


open your Adverſary's Game, and make him 


ready prepared to pour in a ſtrong attack upon | 
yu; a8 ſoon as your weak one is over. ,, 

| „ 
Never play any Man till you base 
whether you are free from danger by + your” 
Adverſary's laſt move; nor offer to attack till 
you have conſidered what harm he would be 
able to do you by his next-moves, in conſequence 
of yours, that you may prevent bis WT if 
hurtful, before i it be too late. 
XI. 


1 When your attack is in a a way, | 


never be diverted from purſuing your ſcheme (if 
poilible) on to giving him mate, by taking any! | 
Piece, or other advantage, your Ad verſary may 
purpoſely throw in your way, with the intent 


that by your taking that bait, he might gain a 


move that would make your deſign miſcamy.: 
| XII. 
When you are purſuing awerAie attack, but 
end it neceflary to force your way through your 


Adverſ; ary 's defence, with the loſs of ſome Pieces; 


if, upon counting as many moves forward as yo 
can, you find a proſpect of ſucceſs, ruſh on boldly 


and ſacriſice a Piece or two to gain your end: 
Theſe bold * make the fineſt Games. 


XIII. Never 


> > — . r 


1 _ 0 . I mocha 
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100 a XIII. n 75 
- Never let yout * ltandſo before yoor Kin, / 


a that your Adverſary, by bringing a Rook ora 


Biſhop, might check your King if ſhe were not 

there, for. n wight Nt pap chance to ſave her. 

\ Rl 5 a ins, 
Let not your Adverſary's Knight (eſpecially ik 

duly guarded) come to check your King and 

Queen, or your King and Rook, or your Queen 


We 


„ 
01 


and Rook, or your two Rooks, at the ſame time; 
for in the two firſt caſes, the King being forced 


to go aut of check, the Queen or the Rook muſt 
be loſt; and in the two laſt caſes, a Rook mut 


be loſt, at beſt, for a worſe Piece. 


180 ans EA XV. * 1 TY 7 
Take care that no guarded Pawn of eur 
Adverſary's fork two of your Pieces. 9 dl avg 

N ee e XVI. | | 


When the Kings have caltled on different 1 
of the Board, the Adverſary muſt advance upon 7 
the other King the:Pawns be bas on that fide of 


the Board, taking care to bring his Pieces, 0 
eſpecially his Queen and Rooks; to ſupports \ d 


them; and the King that has eaſtled, is not to 
ſtir his three Pawns till forced to it. i 
oy XVII. 
10 playing the, Game, endeavour 10-have 4 
move, as it were in Ambuſcade; what is meant 
by it, is to place nhe Queen, Biſhop, or Rook 


behind a Pawn, or a Piece in ſuch a manner, 


as that upon playing that Pawn, or Piece, you 
diſcover a check upon your Adverſary's King, 
and conſequently may often get a Piece, or 


ſome other advantage by it, | Xv = 


a 


— . Lg — 2 — — 


be Prong ar C HESS. 141 
, 


| | Never guard an inferior' Piece with a better, ib | 
you can do it with a Pawn,” becauſe that better 
Piece may in that caſe be, as it were, out of 
play; for the ſame reaſon, you dught not to 


Faw 


guard a Pawn with a Piece, if you have it in 


| your coma to pune, it with a Pawn. 
ene paſſed, ak well peed been eee b 

the Adverſary a Piece. And:if you play to win 
the Game only, Whenever you have gained a 
Pawn or any other advantage, and are not in 
danger of loſing the move thereby, make as 07 
frequent exchanges of Pieces as We vr 50 
N N 30 8 ei 0c 

if you have three Pawns each upon the Board, 
and no Piece, and you have one of your Pawnsvoh 
one fide of the Board, and the other two on the 
other ſide, and your Adverſary's three Pawns are 
oppoſite to your two Pawns, march with your 
King, as ſoon as you can, to take his Pans; and if 
he goes with his King to ſupport them, go on to 
Qucen with your ſingle Pauns, and if he goerto-" 
hinderhim, take his Pawns, and puſh the others tos 
Queen. This lues dle ae a 752 = 
Pawn. - 431 93 £9010? Ni are 5510? z 1181 
| XX \£ 

Atthe latter end of Sans de! party having 
only three or four Pawns'on diffetent ſides of the © © 
Board, the Kings are to-endeavour-to gain the 
move, — win the Game. For example: 
If you bring your King oppoſite to your Adver- 
ſacy's King, with only one Houſe between you, 
you will have gained the more. XXII. 
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5 | XXII. Es ck 
| When bee has his Kiog nnd; one 
Pawn on the: board, and you have your King 


only, you will never loſe that Game, if you can 


bring your King. to be oppoſite to your Adver- 
ſary's, when he is immediately either before, or 


on one fide of his Pawn, and there is vpe one 


| Houſe wa the Kings, 1 
FR: IS 


8 5 + — 


agen pour Advetfary has a Biſhop: ene 


Pawn' on the Rook*s Line, and his Biſhop rs not 
of the colour that commands the Corner houſe 
bis Pawn is going to, and you have only your 


King, if you can get into that Corner you can't 


Þ + he that Game, but may win it by a 3 & 
S. e : 


When you have greatly the difad vintage of 


—_ Game, having only your Queen left in play, 
and your King happens to be in the poſition of 
Stale M ate, keep giving check to your Adverfar 8 
King, always taking care not to check him wh 

he can interpoſe any of his pieces that make the 


Stale; ſo doing, you will at laſt force him to 


_ take your Queen, "and then you win the i 
by E in a Stale- Marg ts + ne 
XXV. FACETS 1 
"Never cover a Check AH a Piece hire Pawn 
puſh'd upon it may t take, for fear of only getting 
that Pawn for it. 
5 XXVII. 

Arens take care that \ your Xdverfary's King 
has a move, for fear of giving a Stale- Mare ; 
therefore don't crowd him up with your Pieces, 
left you inadyertently give one. 


* | 


2 A% kk. 4 —_— 7 
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TF.7 Hether you — che ee or. r che 


your er into play before you begin to attack: 


For if you don't, and your Adverſary does, you 
will always attack, or be attack'd, at a great 
diſadvantage: This is ſo effential, that you had 


better forego an advantage than deviate from it; 


and I may venture to pronounce, that no perſon. 


can ever play well at this Game, that does not 


put this Rule ſtrictly in practice: and don't let 
any body imagine, that theſe preparatory moves 


are uſeleſs, decauſe he does not receive ad 
immediate advantage from them; they are juſt 


as neceſſary, as it is at Whiſt to deal thirteen 5 | 


Cards round before you begin to play. In order 


to bring aut your Pieces properly, 1 would 


adviſe to puſh on your Pawns firſt, and ſupport 


them with your pieces; and you will receive 
this advantage from it, that your Game won't 
be crowded :.. I mean by, this, that all your 


pieces will be at liberty to play and aſſiſt each 


other, and ſo co-operate towards obtaining your 


end; and this farther is to be obſerved, that, 
either in your attack, or defence, you bring 


them out ſo as not tgibe drove back again. 


II. 


Wben you have brou ght out all your Pieces, as 


J have premiſed, which you will have done very 


= eſpecially if - dar your chojes on which 


ae 


cloſe Game, be ſure you bring out all 


e . 


| 


4 


TY 
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throw'enfue. 


ess werrout 


de to caſlle (which I would always adviſe to do.) 
I would then pauſe awhile, and conſider thorough- 
ly my own and my Adverſary's game, and from 
his ſituation, and obſervipg where he is weakeſt, 
I would not ooly- take my reſolution where to 
caſtle, but likewiſe where to begin my attack; 
and it ſtands to reaſon you can't do it in a better 
place than where you are ſtrongeſt, and your ene 
my weakeſt. By this method, it is very probable 
th t you will be able to break through your Ad- 
verſary's Game, in which fray ſome pieces mult of 
courſe be exchanged. But now pauſe again, and 
ſurvey both Gamesattentively, and don't let your a 
;mpetnofity hurry you on too far with this firſt 
ſucceſs; and my advice to yon nov in this criti- 
=} juncture (eſpecially if you: ſtil} bod your Ads | 
ver ſary pretty ſtrong) is to rally your Memagainn 
aud put them in good order for a ſecond or third: | : 
attack, if needful, ' {till keeping your Men cloſe | 
and connected together, ſo as to be of vie teach | 
other: For want of this method; and a little 
coolneſs, I have often ſeen an almaſt ſure victory 
ſnatch'd out of a player 's hand, and atotal over- 
But if, after all, Tome e 
_ trate ſo far as to win the Game, neve 
obſerving theſe directions N apprehend you may 
ſtill be very ſure of having a well · diſpoſed Game; 
and this brings me to the ima Pars ofthe Game, 


which i is the mn 


r 50 


9 
17 "3 © - 
». # 

&: a 


fs; by 


And now that ra come to the laſt Waal of 


the Game, which abounds alſo with difficulties 
und niceties, it muſt be obſerved, where your 


8 


— 


Ver Playing at C HESS. 145 
Pans are ſtrongeſt, beſt connected together, and 
neareſt 'to - Queen; you muſt likewiſe mind 
how your. Adverfary* $'Pawns are diſpoſed, and 
in what degree of preferment they are; and if 
you can get to Queen before bim, you muſt 
proceed without heſitation; if not, you muſt 
burry on with your King to prevent him: I ſpeak 
now, as ſuppoſing all the Noblemen are gone g 
if not, they are to attend your Pawns; and 
like wiſe to peerage your' e from gon 

to e an a F ib n mee 9 — 13 


1 4 5105 


S LO EEASE # Þ 


4415 7 ; I; ft WH ky EIT 2055S 7 AC $59 {i 
_ oN be t. ibs mov "afraid of dag a Robk 
for an inferior Piece: My reaſon is this; 
although'a/Rook-is better than any other, except 
the Queen, yet it ſeldom comes into play, 1 ag 
to operate, zuntil the end of the Game; and 
thereforeithappens very often, that it is better ta 
Have a leſs good Piece in play than a better out. 
1 0 h Daß „ bscdH. J Sid s 10 3h badge 
When yon have imo à Piece, ſo that your 
Adverſary drives you away witha Pawn, take it for 
granted (generally ſpeaking) that is a bad move, 
your enemy gaining that doublecadvantage over 
you of adranei ug himſelf. and making uu: retite. 
think this deſerves attentiun; for althougk the 
firſt move may not be mudh between equal and 
good Flayers, yet the loſa of ohe ur two more, 
after the firſt. makes the game almoſt irretriev- 
able. Alloy a hi ad can recover tùbe 
ns Q. | mog, 
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move, or the attack (for they both go together) 
Jou are in a fair way of winning, 


| 13 Ti III. . ij 1 
If you make ſuch a move as that, having liberty 


to play again, you can make nothing of it, take 


it for granted it is an exceeding bad one; for at 
this nice Game no move can be indifferent. 
If your Game is ſuch, that you have ſcarce an 

thing to play, tis your own fault, either for 
Having brought out your Pieces wrong, or, which 


is worſe, not at all; for if you have brought them 


ont right, you muſt have variety enough to play. 


Don't be too much afraid of doubling a Pawn ; 
three Pawns together are ſtrong, but four, that 
make a Square, with the help of other Pieces 
well managed, make an invincible ſtrength, and, 
probably, in time of need, niay produce you. a, 
Queen :. On the other fide, two Pawns, with an 
interval between, are no better than one; and if, 
imprudently, you ſhould: have three over each 
other in a line, your Game can't be in a worſe 
fituation : Examine this on the Table; and the 


ruth of it will ſtrike yon. Your buſineſs, there- 


fore, is to keep your Pawns cloſe cemented and 


connected topei ber, and it mult be preat ſtrength 


on the other fide that muſt overpower them. 
When a Piece is ſo attacked as that you cannot 


fave it, pive it up, and beſtow your thoughts 


how to zonoy your, enemy in agother place, 
whilit he is taking it; for it yery often happens, 
. | ar 


WE Ploying well at Cc H ESS. I 47 


that whilſt your adverſary i is running madly 
after a Piece, you either get a Pawn or two, or 
ſuch a ſituation as ends in his deſtruction. : 


II. 
Sbpposög your Queen and another piece are 
attacked at the ſame time, and that by removing 


your Queen you muſt loſe your Piece: in this 


caſe, if you can get two Pieces in exchange for 


your Queen, 1 would adviſe you rather to do it 


—— retire; for obſerve, tis the difference of 
three Pieter, which is more than the worth of a 


Queen; beſides that you keep your Game entire, 


and preſerve your ſituation, which very often is 
better than a Piece; nay, rather than retire, I 
would give my Queen for a Piece, and a Pawn or 
two, almoſt for what Ican get; for do but obſerve, 
amongſt good players, this one thing, (to con- 


vince you this advice is not bad) that when the 
attack and defence is thoroughly formed, and 


every thing prepared for the ſtorm, if he that 
plays firſt is obliged by the act of the perſon that 


defends to retire, it generally ends in the 2008 


of the Game of the attacked fide. 
e 
Don't aim at changing without reaſon; 'tis ſo 


far from being right, that a good player will take 
this advantage of it, that he will ſpoil your ſitu- 


ation, and mend his own : But in theſe following 
caſes *ris quite right; when you are ſtrongeſt, 


eſpecially by a Piece, then every time you change, 


yaur advantage increaſes; this is ſo plain it needs 


no argument. Again, when you have played a 


Piece, and your Adyerſary oppoſes one to you, 
9 2 „ 


| 
1 


f 
10 
5 

D 


t 
ati E 
3 
1 


) - 
Y * 
15 
£ 2 


» þ | 1 
l ; f 


7 


148 RuLES and OBSERVATIONS 
change directly, for it is plain he wants te 
remove you; prevent him therefore, and don't 
boſe the move. 
1 | 
Reery) now and then I would have you caſtup 
your Game, and make the balance, then take 
en meaſc ures. accordingly. 
"a 
At the latter end of the Game eſpecially, 
"remember your King is a capital Piece, and 
don't let him be idle; 'tis by his means, 
generally, you get the move and the AGEs 


XI. 
5 this alſo, that the Queen, Rook, 


and Biſhap operate at a diſtance, tis not always 


neceflary in your attack io have them near your 

. Adverſary' s King; they do betteriat a diſtance, 

can't be drove away, and prevent a Stalee Mate. 
5 ts; 

When you have a Piece that you can take, 
and that can't eſcape you, don't be in a hurry; 
| ſee where you can make a good move elſe- where, 
and take it at your leiſure, 

| XIII. i 

'Tis not always right to take your Adverſary' 3 
Pawn with your King, for very often it happens 
to be Aetvarn end Protegtion to.your King. 

7 XIV. 

When you can take a "Man with diferene 
Pieces, don't do it with the firſt that occurs, 
bat conſider EY with which you had 
beſt take its 


1 


gw 


S 


; the Game, or not. 


fer Playing at CHESS. 149 
LAWS at CHESS. 3 
1. 
Ir you touch your Man, you muſt play it; and 
if you quit it, you cannot recall it. 
II. 


If by miſtake, or otherwiſe, you play a falſe 
move, and your Adverſary takes no notice of it 


till he hath played his next move, Heile of you 


can recall it. 5 
. III. . 
Tf you miſplace your Men, and 1145 0 two 
moves, it lieth in your Adverſary's power, or 
choice, whether he will permit vou to be zin 
IV. 
if the Adverſary playeth or diſcorererh A 
Check to your King, and gives no notice of it, 


you may let him land ſo till he gives notice. 


alle. 1 


After your King bas moved, you, cannot | 


* * * 


The End of the Gau, PIO ard Cangs. 
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on the GAME of 


BACK-GAMMON. 


CONT AININ G, 


A Tas LE of the thirty-ſix 
Chances, with Directions 
how to find ont the Odds 


of being hit, upon ſingle 


or double Dice, 

Rules whereby a Beginner 
may, with due Aitention 
to them, attain playing it 
well. | 

The ſeveral Stages for car- 


rying your Men home, | 


in order to loſe no Point, 


How to find out who is for- 
wardeſt to win à flit. 

Caſes ſlated for Back- Games, 
with Directions how to 

play for one. 

cies ſtated, how to know 
- when you may liave the 
better of ſaving a Gammon 
by running. 

Variety of Caſes of Curioſity 
and Inſtruction. | 

The Laws ot the Gama, 


The NIX Tu EDITIox. 


By EDNOND HorLE, Gent. 
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on the GAME of 
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B AC K- G AM MON. 


CHAP. I. 


J Raauſe i it is ; neceſſary for a Haw to know, 

how many Points he ought to throw upon 

the two Dice, one throw with another, we 

ſhall take the following method to demonſtrate 
it. 


ExAN TT. 

1 would know how many Chances there are 
upon two Dice ? 12 | 

The Anſwer is thirty- fix. | 

I would alſo know how N Points there 

are 1.25 the thirty-fix * : 


The 


154 , ort Tukarten on the 


The Anſwer to whih take 3 as follows : : 


Viz. Points. 
2 Aces — — 4 
2 Deuces — "HOW 8 
2 Trois W —— 12 
2 Fours — — 16 
2 Fives — 3 20 
2 Sixes — — 24 
6 and 5 twice — — 22 
6 and 4 twice — — $0: 
6 and 3 twice — — 18 
6 and 2 twice — — 16 
6 and = twice — — 14 
5 and 4 twice — — 18 
5 and 3 twice | — n 
5 and 2 twice  — 2 4 
5 and i twice — — 12 
4 and 3 twice — 14 
4 and 2 twice — — 12 
4 and i twice — 10 
3 and 2 twice — — 10 
3 and 1 twice — — 6 
2 and 1 twice | — 1 : 
| | . Points, 
32 204 8 
| 2 by 36 J 
Aba 
294 diviged by 36, ſolves the Queſtion) by which 
it appears, that one throw with another you 
may expect to chꝛow 8 _ two Dice. 1 
| 1 world 
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1 would know how many hated there are 
upon 2 Dice? 
The Anſwer i is 36, which are as follows: 


Sixes 
Fives 
Fours 
Trois 
Deuces 
Aces 
and 5 twice 
and 4 twice 
and 3 twice 


— . Ä ———— —ü—õ 
% 


JJC 


| S DYE 
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JC 
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and 2 twice 1 
and 1 twice ; | 
and -4 twice = 
and 3 twice 3 
and 2 twice [ 
* c and I twice 14 
and 3 twice -] 
4 and 2 twice 1% 
* 4 and 1 twice | 
3 and 2 twice E 
* 2 and 1 twice * 
* 2 and t twice 4 
. . = - 8 
Becauſe a learner may be at a loſs to ſind out, | 
by this Table of 36 chances, what are the odds 
of being hit, upon a certain, or flat Die, let him 


| fake the following method. 


 Exan- 


_ 


6 - Art TuraTISE on the 


1 1 


To ar the odds of being hit upon an 


Ace ? 
Look in the Table, where you * find thus * 


1 5 marked, | 


* 2 Aces 1 — — _— © 2 
6 and x twice — — 2 

* and 1 twice — — 2 
* 3 and x twice — — 2 

* 4 and 1 twice 22 
* 2 and 1 twiſe— — 2 
Total 11 

Which dedudted from 36 


The remainder i is 2 5 


By this method it appears, that it is 26 to 11 
againſt hitting an Ace, * a * or flat 
Die. | 
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8 5 13 
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5 nor 10 
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fo expigin further to a learner how to make 
uſe of the Table of 36 chances, when at a" loſs 
to find the odds of being hit upon any certain or 
flat Die, this ſecond example is here added to 


ſhew how to find 5 that table the odds of being 
hit upon a 6. 2 | 


q 


; 


; 

: 

1 

F 

| 

| 

!F: 

r 
as. | 

| 

4 
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1 

1 

* 

1 
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2 Si 
2 Trois 
2 Deuces 
6 and 5 twice 
6 and 4 twice 
6 and 3 twice 
6 and 2 twice 
6 and 1 twice 
F5 and 1 twice 
4 and 2 twice 


—— — er eo. ——— — 
—— — — 


* — 
ee > 
— 


R ><. nts 

—— * K 

Fo — — 3 
_ 


— — — 


* 1 


— 


— 


r 
2 1 


* "4 A 2 
| W | + | 1 
0 


ie 


1 o M d NN = 


** + * 
BBY — TTT 
— — * » 2 _ — ww 2 * — * 
: : , 
— —— wt errno — —— — — 
* * Mopar Ye 


F | Which deduged from 76. 
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e * Remainder is—19 | 
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BS thi forkgolsg 795551 it is s evident, that it 
is 19 to 17 againk being hit upon a 6. 
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CHAP, II. 1 . 
> % 5 1. 5 ; : 
F you by three up at Back- S your 
principal view, in the firſt place, is, either to 
ſecure your own or your Adverſary' s Cinque Point; 
when that is effected, you may play a puſhing 1 
Came , and endeavour to gammon ea 7s. | 
UU OE 
'The next beſt Point (after you have gained your 
Cinque Point) is io make your Barr point, thereby 
eee your Adverſary srunning with 2 Jens 


Wwe w i Q (. 


After you have proceeding thus far, you are, 
in the next place, to prefer the making your 
Quatre Point in your own Tables, rather than 
the Quatre Point out of them. | 
e : 
Having gained theſe Points, you have a faie 
chance to gammon your Adverſary, if he is very 
forward : For, ſuppoſe his Tables are broke at 
home, it will be then your intereſt to open your 
Barr Point, and to oblige him to come out of | | 
your Tables with a 6; and having your Men 
ſpread, you not only may catch that Man which 
your Adverſary brings out of your Tables, but 
you will alſo have a probability of taking up the 
Man left in your Tables, (upon ſuppoſition that 
be had two Men there.) And ſuppoſe he ſhould 
have a Blot at home, it will then be your intereſt 
not to make up your Tables; becauſe, if he 
ſhould enter upon a Blot, which you are to make 
for the purpoſe, you will have a probability of 
3 getting 2 third Man; which, if accompliſhed, 
IM 3 1 will 


—— — 


i 1:18 162 e flat Taxarist on the © 


| {| | will give you, at leaſt, 4t010f the Gammon ; 

41- - whereas, it you have only two of his Men up, 

de odds is in his favour that en Gor not men 
bim. 1 ; | 


. 

If you hy for 2 Hie i. 1 or 2 Men taken 
up of your Adverſary's, makes it ſurer than a 
greater On provided. that your tables are 
made * a 


| VI. a | 
"ASE Las how to carry your Men home. 
When you carry your Men home, in order to 
loſe no Point, you are to carry the moſt diſtant 
Ma to your Adverſary's Barr Point, that being 
14. the firſt ſtage you are to place it on; the next 
14 i ſtage is 6 Points farther, viz. in the place where 
pour Adverſary's 5 Men are firſt placed out of 
his tables; the next ſtage is upon the fixth 
Point in pour tables. This method is to be 
purſued till all your Men are brought home, 
except 2, when by loſing a Point, you may 
often ſave your Gammon, by putting it in the 
power of 2 Fe or 2 Fours to fave i it. | 
eee ov 5; 
If you play to win a Hit oaly, you are to eu- 
deavour to gain either your own or your Adverſa- 
* ry's Cinque Point; ny if that fails, by your being 
bit by your Adrerſary, and you find that he is 
forwarder than you, in chat caſe you muſt throw 
mote Men into his tables. The manner of do- 
ing it is thus: Put a Man upon your Cingue or 
1 Barr Point, and if your Advetſary negletts to hit 
Arn. you may then gain a for ward Game inſtead of 
WH. 1 
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a back Game; but if he hits you, you muſt play 
for a back Game, and then the greater number 
of Men which are taken up, makes your Game the 


better, becauſe you will by that means, preſerve 
your Game at. home; and you muſt then always 


_ endeavour to gain both your Adverſary's Ace and 
Trois Points, or his Ace and Deuce Points, and 
take care to keep three Men upon his Ace Point, 


that if you chance to hit him from thence, that 
Point may remain {till ſecure to you. 5 
e | 
At the beginging of a Set do not wag for a 
back Game, becauſe by ſo doing you would play 
to a great diſadvantage, running the riſk of a 
Gammon to win a ſingle Hit. 


CHAT. 1 II. 


Dixscrions for Playing at = out 155 36 
Chances of the Dice, when you are to play Jr 
a Gammon, or 1 a f T's Hit. 


wo | Miva; to te bd on your Cinque 

Point, and Barr Point, for a ne or 

for a Hit. | | 1 | 

1 08 ; | 

; Pom Sixes,..to be played on your Adverſary? 8 1 

Rave Point, and on your own Barr Point, for a 
Gammon, or for a Hit. 


Ys . II. 


5 Two Trois, two to be played on your Cinque 


Point, and the other two on your Trois Point 
in your own Tables for a Gammon only, | 
| Ty, ne 
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wy Two Deuces, to be . on your Quatre 


Point in your own Tables, and two to be brought 
over from the ſive Men placed in your Adver- 
2 s Tables, x: a Gammon os « Es 

5 Ee i 2 Nog ; a7 
5G Two fours to bs brovghe-« over from ihe five 
. Men placed in your Adverfary's Tables, and to 
be put upon the Cinque Point in your on 
Tables, for 2 Gammon only. | . 


vi. 
TW Ness, to be brought over from Ai five 
Men placed in your Adverfary's Tables, and te 
be put on the Trois Point in your on Tables, 
for a 0 or for à Hit. | 


> Ji 


18 
0 


Size Ace, you are to take your "Barr Point, 
| for a Gammon, or for a Hit. 08 
ho „em 


Size Deuce, a Man to be brought from the 
ve Men placed in your Adverſary's Tables, and 
to be placed on the Cinque Point in your own 
Tables, for a Gammon, or for 2 Hit. Ty 
Six and Three, a Man to be brought FIVE 
| your Adverſary's Ace Point, as far as he will 
80, for « Gammon, or for a Hit. 

Y 50 E 4 17 g | 
Six ad Four, Mau to be drovyke from your 
Adverſary's Ace Point, as tar as atop So, for 
2 3 or for a Hit, 0 
Xl. Six 


42 


| 165 | 


. BC a 
Six and Five, a Man to be carried from your 
Adverſary' Ace Point, as far as he can 80, for 
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a Gammon, or for a Hit. 


XII. 

Cinque and Quatre, a a Man to be carried from 
your Adyerſary's Ace Point, as far as he: can go, 
for a e #. or for Pe 27-3 

8 232196 Ii ” LOT, {it e 
Cm ee 10 o make the Trois Point in your 
Table, for a Gammon; or for a Hit. 

| XIV, 

ciaque· Peuee, ta play two Men been he FRI 
placed in your Adverſary's tables, for a Game 
mon, or for . 16 
| 8 | 

* Cinque-Ace, to bring one Man from the 3 
placed in your Adverſary's Tables for the 
Cinque, and to play one Man down on the. 


Cinque Point in your own Tables for the Ace, 


1 


for a Gammon only. ; . 


5 
: ve 


* m3 e vl. E DISD SG. 
Quatre. Trois, two Men't to be brought From 
the ſive placed in Ar adage! 6a 8 r er "for" 
a Gammon, or for a Hit. 
N c | 
Quatre · Deuce, to make the Quatre Point in 
your on ps? for a Gammon, or for a Hit, 
4 KVAlko {16mm A 6, 
* Quatre-Ace, to play a Man from the five | 
placed in your Adverſary's Table for the Quatre, 


and for the Ace, to play a Man down upon the 


Cinque Point 1 in your own Tables, for a Gammon: | 
only, 4% | 


xix. Trois- 


- — AAS CES > Ao AE AS As As w 
—— — — © 


* - 
— — . x — — 


te. 
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XIX. 


Trois-Deuce, two Men to be brought from 


ba five placed in your 1 s tables, for a 2 

Gammon only. | 8 3 
XX. | 

e Trois Ace. to make the Cinque Point in your 


own n tables, for a Gammon, or for a Hit, * 


8 | 
Deuce- Ace, to play one Man from the ſive 


Men placed in your Adverſary's tables for the 
Deuce; and for the Ace to play a Man down 


upon the Cinque Point in your own tables, for 
at Gammon only. ä 


"CHA p. w. 5 
Drerront how to play the ee that are 


marked thus (*) when you are mY fo play for 


a 97 11. 
h I, 


Wo Trog, two of them are to be played 
on your Cinque Point in your own tables, 
and with the other two you are to take the 
| Quatre Point i in poor Adverſary' 5 e 


II. „ > 
* Two Deuces, tio of them are to be olayed 
on your Quatre Point. in your, own tabies, 


and with the other two you are to take the 


Trois Point in your Adverſary's tables. 
The two foregoing caſes are to be played in 
this manner, for this reaſon, viz, That thereby 


i | 3 you avoid being ſhut up in your Adverſary's 


tables, and have the chance of nl high 
Doublets to win the Hit. | | 


"4 


— — —— ͤ —ſ—— 
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| - UE, 
* Two Fours, two of them are to take your 
| Adverſary's/Cinque Point in his tables; and for 
the other two, two Men are to be brought from 
2 the five placed 1 in your Adverſary” s tables.. 
# 1. Cinque- Ace, play the Cinque from the 
five Men placed in your Adverſary's tables, and 
; play the Ace from your Adverſary s Ace · Point. 
V. 
8 Quatre-Ace, play the Quatre from the 
ft five Men placed in your Adverſary's tables, and 
* play the Ace from the Men in your eee * 
| Ace- Point. 
„ 735 3 
7 bY” *Deuce- Ace, play the Deuce from lege = 
- Men placed in your Adverſary's tables, and play 15 
7 the Ace from your Adverſary's Ace- Point. N 
N. B. The three laſt chances are played in _ ' 
I this manner, for the following reaſon : By lays | 
d ing an Ace down in your Adverſary's tables, 1 
* you have a probability of throwing Deuce Ace, 
— Trois Deuce, Quatre Trois, or Size Cinque, in 
| two or three throws; in any of which caſes you 
. are to take a Point, which gives you raltly the” 44 
d better of the Hit. | . 
, You may obſerve, by the directions given in 
e this chapter, that you are to play 9 chances out 
. of the 26 in a different manner for a fingle Hit, to 
n what you would do when playing fora Gammon, _ 
yY In this, and the foregoing chapter, plain di- 8 
's rections are given, how, at ſetting out, to play 
b JF ail the chances on the Dice, either for a Gam- 
| mon, 
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mon, or a ſingle Hit; but i it is impoſſible to give 
> inſtrudions for the whole progreſs of the 
Game; ,andall that can be done towards helping 
a learner, is to communicate-ſome 0b/ervations, 


Hints, and Cautient, which, if attended toy may 
be of uſe to bim. es. 


„„ ole Pl Þ, Ow 
| SemeOnsrnyATiONs, Hives,endChotions, 
040 wand are to 'be attended 4. . 


* 5. * "C7 £% % "4g N. ; | 2 \} 
| #2. : | 
: Oh . 1 i * 7 bo . * Y . 4 ; 
7 


Y the directions given 1 to lay for a Gammon, 
you are voluntarily to make ſome ;Blots, 

the odds being in your favour, that they. are 
not hit; but ſhould it ſo happen, that any 
Blot i is bit, as in this caſe you will have three 
Men in your Adverſary's Tables, you muſt then 
endeavour to ſecure your Adve . 's Cinque, 
Quatre, or Trois Point, to prevent, a Gammon, 
| and mult be very cautious how you, fuſes your 
1 e to take up a fourth. Miao: | ebe * 
1188 II. tel 
Take care not to crowd, 19955. Game. at wy 
time, if poſſible. | What! is meant by crowding a 
Game, is the putting many Men either upon 
your Trois or Deuce Point in your own Tables: 
which is, in 1 loſing of thoſe Mens; by not 


in having them. in P lay. . 


Beſides, by crowdin; g your Game, to attempt 
to ſave a Gammn, vou ate often gammoned : 
becauſe when your. Adverſary finds your Game 
open, by being crowded in yaur own Tables, 
he ny. then play his Game as he thipks fit. 
III, By 


| Your Game to the 1 Advantages : 


to your advantage. 4 


b. 
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By recourſe ba to the Galcularions; you may 


know what are the odds of your entering a ſingle _ 


Man upon any certain number of Points, and by 


that means you may play your Game dere 


If you are obliged to leave a Blot, by 8 
had to the calculation for hitting it, you will 


find the chances for and againſt you; and conſe-' 


quently you will be enabled to judge how to play 


V. f If? N F 5 4 


You will alle Rnd by the alt este, the odds 


for and againſt you, upon being hit by double 


Dice, and conſequently you will have it in your 
power to chuſe ſuch a method of LY as is e 


If it is neceſſary to wake a run, in order to 
win a Hit, and you would know to a Point which, 
is forwardeſt, your Adverſary or you, take the 
following method : 

Begin with reckonin) How naby Points) you 
muſt have to bring home to your Size Point in 
your own Tables, the maß that is at the greateſt 


diſtance from it, and do the like by every other 


Man that is abroa3; when'the' num ers of thoſe 


6 


— 


Abſentees are ſumed up, add 10 them the fol- 


lowing numbers for thoſe atready in your own 


your Size Point for bearing) namely, fix fot᷑ every 

Man on the Size Point, five for every Man on the 

Cinque Point, four for _ Man go the Quatre 
: hs 


Tables {ſuppoſing the Men that were abroad as on | 
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Point, three for every Man on the Trois Point, 
IF two for every Man on the Deuce Point, and one 
for every Man on your Ace Point. Do the like 


Mien. 


do your Adverſary's Game, and then you will 
1 know which of you is arne _ likelieſt to 

[if win the Hit. ; 
dis CHA p. vi. | 
I OBSERVATIONS andDirECTIONS fora learner | 
9 bl that has made ſome progreſs at Back-Gammon; 
1 particularly DIRECTIONS for BEARING bis 
9 

1 

1 


1 I. 
| wy IF your Adverfary i is greatly ies you, never 
{| 'Y play a Man from your Quatre, Trois, or 
Deuce Points, in order to bear that Man from the 
point where you put it, becauſe that nothing but 


high doublets can give you any chance for the * 
Hit; therefore inſtead of playing an Ace or a 


3 


. 


3 


Deuce from any of the aforeſaid Points, always 
i 1 play them from your Size or higheſt Point; by 
ö ki which means you will find, that throwing two 
Fires or two Fours, will, upon having eaſed your 
5 1 Size and Cinque Points, be of great advantage to 
VN you: Whereas, had your Size Point remained 
1 loaded, you muſt, perhaps, be obliged to play | 
1 u thoſe Fives and Fours, q 
Ii | 0 whenever you bebe taken up two of your Ad - 
i | verſary's Men, and that you happen to have two, 
WHT RF; three, or more Points made ia your own tables,” 
il 1 tit never fail ſpreading your Men, in order either to 
T4001 {take a new Poiat in your tables, or to be ready 
Wl ft |: 5 8 
n | 


fail taking his Men up, if you can, becauſe it is 


. 


Gant „ back Gm. "mn 


to hit the Man your Adverſary may happen to en- 
ter. As ſoon as he enters one of his Men, you 
are to compare his Game with yours; and if you 
find your Game equal to bis, or better, never 


wad SP" 
8 A 


* 
* 


25 to 11 againſt bis hitting you; which chance 
being ſo much in your favour, you ought always 
to run that riſk, when you have already two of 
his Men up. 

There is this exception to this role; that if 
you play for a fingle Hit only, and that your play. 
ing that throw otherwiſe gives you a better chance 
for the Hit, you ought not to take wh a Man. 
ah © + | 

Never be deterred from taking up any one 
Man of your Adxerſary's, by the apprehenſion 
of his hitting you with a double Dice, becauſe - 
the faireſt probability your Adverſary has of 
0 1 is 5 to 1 againſt him. 

. | 
1 you mould bappen to have ſive Points! in your 
table and to have taken up one of your Adver- 
ſary's Men, and are obliged to leave a blot out of 
your tables, take care, if it is in your power, 
rather to leave it upon doublets, than any other 
chance, becauſe doublets are 35; ro I againſt his 
hitting you, and any other mo is but 17 to 
L e him. 
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Two of your Adserſacy s Men in your bie 
are better, for a Hit, than any greater number, 
provided your Game is forwardeſt, becauſe bis 
aun three or more Men in your ta tables, 
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gives him more chances to. hit you, than if he 


: had only: two Men f in them. 


E Atte ei iet St 
peu are to leave a Blot upon your entering 
ofa Mas upon your Adverſary's Tables, or other- 


Viſe, and have it in your choice to leave it upon 


what Point you pleaſe, always chuſe that which 
is the meſt diſadvantageous to him. To illuſtrate 
this by an example, Let us ſappoſe it is his in- 


tereſt to hit you or take you up as ſoon as you 


enter, in chat caſe you are to leave the Blot upon 


| his loweſt Point; that is to ſay, upon his Deuce 
Point, rather than upon his Trois Point, or upon 


his/Ttois Point preferably to his Quatre Point; 


| or upon his Quatre Point, preferably to his Cin= 


-poiot;becauſe (as has been mentioned before) 
Il che Men your Adverfary plays upon his Trois, 


or his Deuce Points, are deemed as loſt, being in 


a great meaſure out of play, thoſe Men not hav- 


ing it in their power to make his Cinque Point, 
and conſequently his Game will be crowded there 


and open elſewhere, whereby * will * oe 
alſo. much ae" „g Hz 1 
bas sse 3VILy 520! | 
To prevent your e "4d Wees bis 
Men to the greateſt advantage, when you are 
running to ſave your Gammon; as, for inſtance, 


ſuppoſe you ſhould have two Men upon his Ace 


Point, and ſeveral other Men abroad, tho? you 


ſhould loſe one Point or two in putting your Men 


into your Tables, yet it is your intereſt to leave a 

Man upon your Adverſary's Ace point; which will 

have ** peer that it will prevent his 
bearing 


— F F® 
oh 


which you may chance to bit. But if, upon a 
calculation, you find that you have a throw, or 
a probability of ſaving your Gamman, never wait 
for: bo Blot, becauſe the ods! are yon POOR it. 


CO ORAL ETTINN 


Caszs, put by way of example, is /hew dow: to 


calculate. the 6dds of faving. or. Rs 4 


Carmen, Bd n iN | 
182 "$f . | To. ; 


A Uppoſe your: Tables are made 655 — — that 


you have taken up one of your Adverfary's 


Men; and ſuppoſe your Adverſary has ſo many 
Men abroad as require three throws to ts them 


in his Tables: 


Query. Whether you have the bettes« of 2 


Gammon or not? 
Anſcuer. It is about an equal —_ that you 


gammon him. 


Becauſe, in all probabillayy: you- will have 
| bore two Men before you open your Tables, and 


when you bear the third Man, you will be ob- 
liged to open your Size-or Cinque Point; in that 


caſe it is probable, that your Adverſary muſt 


take two throws before he enters his Man in 
your Tables, and two throws more before he 
puts that Man into his own Tables, and three 


throws more to put into his own Tables the Men 


which he has abroad, which in all make ſeven 


throws: And as you have twelve Men to bear, 


thele probably will take ſeven throws in bearing, 
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bearing his Men to his greateſt advantage, and will 
alſo give you the chance of his making a Blot, 
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becauſe you may twice be obliged to make an Ace, 


or a Deuce, before you can bear all your Men, 


VV. 53 No mention is made of doublets of 
either fide, that event being equal to each party. 
The foregoing caſe being duly attended to, 


ſhews it is in your power to calculate very nearly 
the odds of 1 or winning a Gammon _ 
moſt occaſions, 

II. | 


Suppoſe Ll have mes Men upon my adverſaty- „ 


Pe Point, and five Points 1a my tables, and 


that my Adverſary has all his Men in his tables, 


three upon each of his five higheſt Points: 


Query. Whether the probability is Tor his 


gammoning me, or not? 


Anſwer. 5 P oints, 


For his bears 3 Men from his 6 Point, is 18 
h from his 5 Point, —15 

from his 4 Point, — 12 

from his 3 Point, — 9 

from his 2 Point, — 6 


— . 


| Total | — 60 


To <0 my 3 Nen froth my: Adverſary' wy 
Ace Point, to my Size Point in my 
tables, being for each 18 Points, make 
n 54 
55 The remainder is 6 


And as, | beſides the fix Poiots! in Four- n 


there is a ſyrther copligeratlen to be added for 
i i. | Fancy 
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Gamer of BACK- GAMMON. _ 
you, which is, that your Adverſary may bo 
one or two blots in bearing, as is frequently the 
caſe. You ſee by this calculation, that you 


have greatly the better of the n of 
Caving your Gammon. 


N. B. This caſe is ſuppoſed opon a an a quality | 


of throwing. 
ui. 
'Suppoſe I leave two blots, [02 of 1 


cannot be hit but by double Dice : to hit the one, 


that caſt muſt be eight, and to hit the other it 
mult be nine; by which means my Adverſary 
has wy one Die to hit either of them. ; a; 


F Query. | 1 
What are the odds of his hiting © either of |} 
theſe Blots? | 
An, ver. 

The Chances on two Dice are Pp APP 6 
The chances to 5 and 3 twice, ——— 2 
hit 8 are, 2 Deuce im Þ 
The chances to "6 and 3 twice, eee 
pe 2 $296. 4 Heer — 2 
N n er veneer "4 


Total ee Ge Nass na 11 
Remain chances for not hitting, — 25 


80 that it is 25 to 11 that he will not his 
either of thoſe MO 
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| To give another example, let us ſuppoſe that I 
leave two other Blots than the former, which 
cannot be hit but by double Dice, the one muſt 
be hit by eight ; ; and the other by ſeven. 
Query. 

Wbat are the odds of my Adverſary' „ os 
either of theſe Blot? 

| Anſwer. . Fs 4 

The Chances on two Dice are in all 36 


46 and 2 twice, — 2 

The chances to ) 5 and 3 twice, — 2 

hit 8 are, two Fours — 1 
| two Deuces, — 1 7 

and 1 twice, 2 

The chances to 6 „ „ ee 

hit 7 are, r 2 reve 702 

: 4 and à twice. — 2 


4 


Total 3 for hitting, 1 


|S] 


Remain chances for not hitting, — 24 


w 


Therefore it is two to one that I am not hit. I 
The like method is to be taken with three, four, h 
or five Blots upon double Dice; or with - Blots | 

made upon double and fingle Dice at the ſame 
time; you are then only to find out (by the 
Table of 36 chances) how many there are to 
hit any of thoſe Blots, and add all together in 
one Sum, which ſubtract from the number 36. 
Which is the whole of the chances upon two 
Dice: 50 doing reſolyes 49 queſtion required. 


V. The 


Gain of BACK-GAMMON. 177 
The following caſes are to ſhew a way of cal- 
culating, which may be called a mechanical 


way of ſolving of queſtions of the like nature. 


I would know what are the odds of throwing 

7 twice, before o once? _ 
” Anſwer. 

It is 5 to 4 that 10 is thrown once before 7 is 
thrown twice, which is demonſtrated'as follows : 

Suppoſe the lake depending is nine pounds, 
my firſt throw entitles me to have one third part 
of that money, becauſe 7 has ſix chances for it, 


and 10 has but three ee da therefore it 


is two to one. 
For the firſt throw. =nnnnnrnms 3 ©' @ 


_ Having taken 31. out of the 91. for the 


firſt throw, the remainder is 67. 
out of which a third part is to be 
woken for the ſecond throw — 2 © 2 


The total is, 5 0 


nen 41 60 


The 1 whole hers bn, 8 4 


T would ems whaCanidby odds of entering a 
Man e any certain Point in two throws ? 
Anſwer.” 90 
Suppoſe 26 ſhillings is the ente lake depend· 
ing, I would know what is my ſhare of chat Rake, 
havingJaid-r8 ſhillings that lenteriatwothrows? 


By the calculations i in the table of 36 chances, 
x 


vl ; £2 * 
2 
. * 2 


* 


« 
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178 A ſhort TREATISE on the 
it is found that I have 11 chances out of the 360 
for eotering the firſt throw, for which pax 
lam gutted to 11 out of the 36 GONG! | 
| | OO OY 
The dale i is, — 36 0 


Fer the feſt throw, | — 1 „ 


* 
** ? * LY 8 F 4 Oy 
14 F 2 8 ; 


= SNP Remains, 1 © 


The eder, being 25 ſhillings, is to 
de divided into 36 equal parts, of which 
I am entitled to 11: of thoſe. parts, 
Which makes 75. 7 d. . for the ſecond 


PET ICP = to the other 21 - ſhillin on, '7 
makes my ſhare of the ſtake to be, 18 _ 


ny 


: Then my Adverſary' 8 ſhare will be, 17 4 


Focg! of the Rake, | 36 © 


Therefore it i is very ag 15 to 14 in favour 
of entering a Man upon any certain Point in two 
throws. | 


ei, ̃ § 
Critical Caſe for a Bacl- Came. 
| : : J. | + I's 1 54 : 
E T us ſuppoſe A plays the Fore- Game, and 
that all his Men are b placed 1 in the uſual 
manner: 


For 
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| For B's Game let us ſuppoſe, that 14 of his 
Men are placed upon his Adverſary's Ace Point, 
and one Man upon his Adverſary's Deuce Point, 
and that B i ines? 
Query. N 
Which Game | is likelielt to win the Hit! ? | 
Anſwer. _ 
Ass is the beſt by Gold to Silver, or 21 Vor, to 
20 againſt, becauſe, if B miſſes an Ace to take 

his Adverſary's Deuce Point, which is 25 torr 
againſt him, A is, in that caſe, to take up B's 
Men in his tables, either ſingly, or to make 
Points: and if B ſecures either A's Deuce ar 
Trois Point, in that caſe, A is to lay as many 
Men down as pollible, in order to be hit, that 
thereby he may get a Back- Game. 

When you are pretty well verſed in the Game 
of Back-Gammon, by practiſing this Back Game, 
you will become a greater proficient in the Game 
than by any other method, becauſe it clearly 
demonſtrates the whole power of the Back- Game, 

II. Bach Game. 

Let us ſuppoſe A to have five Men placed apo 
his Size Point, five Men upon his Quatre Point, 
and five Men upon his Deuce Point, all in his 
own tables: 

And let us ſuppole B to haye three Men placed 
upon A's Ace Point, three Men upon 4s Trois 
Point, and three upon As Cinque Point; let B 
alſo have three Men upon his Size Point in his 
own tables, and three men placed out of his 
tables in the vue: manner. 
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the dificultys lies upon B, who is in che firſt 
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We has the better ofthe: Hit 2. * * 4 N 5 : 5 
Auſuer. 83 1 N ase EK 


cally, 
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place to endeavour to gain his Cinque and Quatre 
Points in His own tables; and when that is effected, 
he is to play to men from 1s Cinque Point, in. 
onder do oblige. his Adverſary to blot, bythoow-! | 
ing aaAce;wmhichat 3ihits, he. - 1 wee ; 
faireſt probability of winning the Hits T n 
III. BarkGame, 
2Buppoſe has three Men upon B's Aer Polar, 


and tree Men upon Hs Deuce: Point, alſd three 


Men u 


on his Size Point in his own Tables, and 


three Men upon his ufual Point ont of his Tables, 
and three Men where his five Men:iaveufually 
placed in his Adverfary's Table: 


And let us ſuppoſe 2 has his Men placed in 
the ſame manner, hoth in his own and his Ad- 


verlary's Tables, with this difference only, d 


inſtead of having threr Men put upon 4's ,t 
Pint, let him haus three Nen upon 4s Trvis 
Peat; TUDY 5 20153 101 dls bag mod nyHagoy 
to witidsdong dy Qorhnd: 03 ds 96 dem Yay 
2Id%ioÞavuke beft:ofinies Hit? 0 190mwg 50 

| Anſwexs'q 308 29h t = 

4; becauſe the Ace ad Trois Points are not 
eue Potts in 


your f ,h Tale for this Wat the 
cauſe gie y0u le cb your Meng Joi have" 


the Deuce Point in your own Tables to A/ yours 


\ a. Ree, "Hey often n your making a 


* 


may hours. 


Oh of, BACK- GAMMON. | 


verſary; and take care to lay down Men 20 be hit 


as often as you can, in order to keep your Game 


backward, and: for the ſame reaſon avoid uin 
any _ mhizh * can Adverſary OE 
i; £ f 4: * #4 1275 74 IV. N. : o 
Ara Caſe of cee fithe and Leeden. G 
"am vs ſuppoſe ¶ has his 15 Men upon B's Ace 


Point, B is ſuppoſed ta have his Barr Point, alſoo | 


his Size, Cinque, Ware, and es er in 


. his own T % Tit i 


Query. 3 = y . 


How many throws 3 is A likely to take be 


his 1 5 Mon into his own Tables, andes beam 25 


„en Toowy Anuſnen. .,. i 


„on m dee to do it in 75 Throws; 4 
It is odds in As favour that he throws 1 


in two throws; it is alſo odds in 4's favour that 


he throws a: Six in two throws; when theſe. 
events happen, A has a probability of not went 
ing above two or three throws to play till he has 
got all his fifteen Men into his own Tables; 
Therefore, by a former rule laid doun to brirg 
your Men home, and alſo for bearing your Men, 
you may be able to find out the probability of 
the number of throws as. 95 Note, B ſtands 
Rill and does not 2 | 
FM ANY ** © N 1 6 * 

<> Caſe of Curioſity and Infruttion. R 
Where A and 3 ſhall- 
and yet Þ ſhall make TED oY for 


4 
— — — 
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Blot, which muſt happen.otherwiſe to your ad- | 


Play as faſt as uſual, ; 
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7745 ort TazaTIZE on the | 
| We will ſuppoſe Bro have bore 13 Men, and 


| FO A has taken up the two remaining Men. 


And let us fuppoſe that A has his 15 Men in 


[7 s tables, viz. three Men upon his Size Point, 


three upon his Cinque Point, three upon his 


8 Quatre Point, three upon his Trois Point, two 


_— his Deuce Point and one upon his Ace Point: 

The method, which A is to take is this: Let 
kits briog his 15 Men home, by always fecuring 
fix cloſe Points, till B has entered his two Men, 
and brought them upon any certain Point; as ſoon 
as B has gained that Point, A muſt open an Ace, 
Deuce or Trois, or all three; which effected, 8B 


Hits one of them, and A, taking care to have 
two or three Men in B's tables, is ready to hit 


that Man; and alſo, he being aſſured of taking 
up the other Man, has it in his power to prolong 


me Hit to almoſt any length, provided he takes 
care not to open ſuch Points, as two Fours, two 


Fives, or two Sixes, but always to open the Ace, 


e or Trois Points, for B to hit him. 


VI. 
1 LEY b what are the odds upon two 


Dice; for throwing two Sixes, two Fives, or 
 ewo Fours, in three throws? which by mecha- 


nical calculation, may be found thus: : 
| Anſwer, 
Soppoſing 36 ſhillings to be the lake 


depending, the thrower will be enkitled . 
io have for his ſirſt throw * 


. 0 
Which deducted but of 36, remains 333 

which divided again into 36 parts, make ſo 

many eleven prices, out 1231 which the 
ö BY e 


3 * . two (ac 


Game of BACK-GAMMON. 183 
thrower is to have 3* for his ſecond 5. d. 
throw, 8 — 2 * 2 

The remainder, 30 fillings and 3 pence, 
is agatn to be divided into 36 parts; divid- 
iog the 30 ſhillings ſo, make ſo many 10 
pences, and the 3 pence divided into fo _ 
many parts, make ſo many thirds f 
farthings, of which the thrower is to have  _ 
3 e, for bis (hare for his W, throw * 61 


* . 


Tou for we thr ower, its 8 3F | 


7 


80 15255 it is 27. 8d. 4 to 0 Br; 34 + WN the 
thrower; which reduced i into the ſmalleſt num- 
ber, is very nearly as 10 to 3, that two Sizes, 


two Fives, or two F fours, are not throwd i in two 


throw: S. 


3 


VII. Back Came. | 


© Suppoſe A to have 2 Men npon his Size FAY | 


in his, own tables, 3 Men upon his uſuaP Point 


out of his tables, 2 Men. upon the Point where 
has 5 Men are afaatly placed in his Adverſary's 


tables, 3 Men upon his. Adyerſary's Ace Point, 
and 3 Men upon his Adverſary's Quatre Point, 

And let us ſuppoſe B to have 2 Men upon his 
Size Point in his own tables, 3 Men upon his 
uſual Point out of his tables, 2 Men upon the 
Point where his 5 Men are. uſually placed in his 
Adverſary's tables, 5 Men upon his Adverſary's 
Ace Point; and 3 Men upon his Adverſary 3 
Trois Point. 

e 


Who has the faireit-chance to win the Hit? 


KS. Anſuer 


8 —— 
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a 
Py” "6" '» 
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e 75 Tasatee en. n 


| 2 ee > aol ns 
19 | Fi 1 5 beczüſs hei 40 p 278 either an A. 
h Deus 8.4 from his Adverſaty Ace Poigt, in 
-t make both theſe Points as occa 400 0 ders 
Kale, the "Quatre. Pojor, id his Heer ary ;s 
ables, he, may more.cahly brin 912 14 * 
A if be Lods 1 neceſſary, and. h I ; 
haye 2 reltins lace by the conveniency. = 


Pois 3121 


] which, at all. times in the Game will 0 


Fo m an, 1 e ruuning for t the, Hit, 
Bro e thinks proper. bs hereas B cannot 
#67 WE ty come THO þ the Trois Font js 9 Bis W 
een IRI 1 
8 3413 JT Ou. 4231 | 
70 py 05 775 &£ < H A p. e T5112 (ay N 1 


ET us WN 4 5 E gh their Men ia 


73 1: of 81 
1 ihe Following manner for a Hit:; 


out of hs Tab! bles, and 9 Men, apo his Adyer- 
fary's Ace, Deuce, and Trois 761. Men to 


to be placed in his own. and! in his Adverſary's 8 
Tables, in the fame order and manner, 


win the Hier und dhe Dice ate tobe thrown 
for, the firuatign 15 perfectiy quali in 4 Sund 
B' Gamer. Wo gt 5 2 03 a CU 

„it throws feſt; let Ki Lanvin to inn his 


Bto hit him; for every. time that B hits them 
will be i in 4's e becaule it puts him back- 


— 


: 2 e A to have 3 Men upon his Size Point | 
in his own Tables, Ip Men upon the 1 * romp | 


be placed upon each Point; and "ave B's Men 


The reſult is, that thie belt player dogbt to 


Adverfary's Cinque Point; when that is effected; 
let him lay as many Blots. as poſſible, to tempt 


1 wards; 


r 


, 85 1 8 
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u 3 and let A rake up none < of B's Men, for {| 
x2 | the fame teaſon. 5 | | If 
| 


A is always to endeavour to take care to have 1. 
na three Men upon each of his Adverſary's Ace and vl 
peace Points; becauſe when B makes a Blot, 
10 Thofe Pointz will remain ſecure, and by redourſe 
RP had 15 2 former caſe (Numb. V. in the former || 
Rt cha apter)* when 4 has bore 35 6, or more Men, ö 

16 yet A may ſecure'6 cloſe Points obt of his Tables, | 
ot 

d- 


in order to prevent B from gettin his Man 14 

| home; and by recourſe had to the ca Iculations, 14 
* if he may eafily find out (in caſe he makes | vp p his 18 
Tables) who has the better of the Hit; and if 
he finds that B is forwardeſt, he is then to en- 
I deavour to lay ſuch Blots to be taken up by his 
in | Adverſary, as may give him a chance f tak 
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„ {| up avother Man, i in caſe I ſhould happen to hare 11. 
ot 2 Blot at home. 185 
at Thoſe who play the foregoing Game well, x4 
ff maß ber finn in the firſt form. 1 MA 
to ; \ 2 12 
en as} . oy <} 2th | d 54. WP 
„ cles 4 2 cer. ogg d "ol | 
= 1 4 11 5 play at Back Gammon, 4 * a. IE: ) 
Hh 13 Men, and has 2 Men to bear upon his Deuce 1 * | 
id Point,. B has 13 Men in hi own Tables, with |} $4 | 
» 2 two Men to eater. Bis to throw, and to name 1 
ig the throws both for. Ss al RE . not bit Lt: | 
Jp - Ae scher fide: nd 20} wth 
pt 9 5 Query. g = | 
5 Wbet (bor is B to name for both partes, is 11 
One order to ſdve s Gammon? ' * 

5 e - 3 Anſwer. | 


wt TREATISE "ng the 


aner 2 


dies upon 4's Ace Point. 


for A, and conſequently A cannot either bear a 


Himſelf; and carries one Man home upon his Size 


"Point in his own tables, and the other he places 


upon his Adverſary's Barr Point: B alſo calls 
Size - Ace for 4, ſo that A has one Man left to 
"bear, and then B calls for himſelf eicher 2 Sixes, 
2 Fives, or 2 Fours, any of which bear a Man, 
in caſe he has Men in his tables upon n 
Points, and to lave his Senee, C 

JI. 

e following aueftionh is to be attended to, 

as being critical and inſtructive. 


* 2 * * 
\ 8 N FJ a : b > a FO $\ 


' Suppoſe that both yours and: N Adrerlary' 6 


tables are made up: It | 
Alſo that you have 1 Man to carry home, bur 


that he has 2 Men on your Barr Paint to carry 


home, which lie in waitto catch your Man, and 


that if you paſs him you are to win the Hit: 
-Soppoſe alſo that you-have it in your choice to 


run the. riſk of being hit, by 7, or by 8, bark | 


of which are chances upon double Dice. 25 
Query. 
which af cheſe chatices is it t beſt * you to 


venture ? 11 | . 


eee 25 
That of 7, for the following . : Firſt, 
| becauſe that the chancet of being hit by Ts or by 
8, are * FE: 


— 


58 calls fox himſelf 2 Aces, which enters bis 2 | 
B alſo calls 2 Aces 


' 


1 Man, nor play one; then B calls for 2 Sixes for 


= © »-- * >. 


q © 


whole Ne eee | 


- Secondly, If he does not hit 75 you will then 


have in your favour 23 chances to 13; that by 


your next throw you either hit him or paſs be- 
yapo him. f 
Thirdly, In caſe your Grant: throw ſhould 


happen to be under 7, and that conſequently you 
cannot hit him, yet you may. play that caſt ae 


home, and conſequently leave the Blot vpon 
double Dice. | 

Whereas, if, on the contrary, you had made 
choice of leaving the Blot upon 8, you would 
have made a bad chajce, for the reaſons lien. 
ing. 


ACRES. 3c 


Firft, els the chances of being hit by 7, 


: or by 8, are only equal. | 
' Wicendl, Becauſe, if you ſhould. efrans the 


being hit by. B, yet you would then have but 17 
TIF, in your favour, againſt 19 for either 


Hitting him, or of A him by Four DEXE 
throw. 10 


Thirdly, In alk your geben throw ſhould 


happen to be Size-Ace, which is. ſhort of him, 
you would then be obliged to play the Man that 
is out of your tables, not beiog able to play the 


Six at home, and conſequently to leave a. Blot 


to be hit by à ſingle (or fat) Dice; which event, 
upon ſuppoſition that you play for 18 ſhillings e 


ame, would entitle him to 11 ſhillings. at. the 
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uqrgp 915 4, Man fram an; Tc al Aa 
. an müſt be played; the — muſt be 
done if two Men are taken from it. 


24ly, You are not underſtood to have play ed 


*. . 8 you haye : placed, WAR a Noir. 


3d. If you ay »hh I4 Men only, there is no 
penalty attendigg it, becauſe by playing with a 
eſſer number than you are entitled to, ;you play 
to diſadvantage, by not having the additional | 
Man to make . 
45. If you bear avy number of Men, before 
vou entered a Man taken up, and which eo 
quemtly,you was obliged 1 to enter, ſuch Men, fo 
borne, l tee again in your, e 
Ian taken Ane Sabin 
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| Together with the different kinds of Games 


ene are rey on ona Billiard Table 10 


We 2295 n 3 e enn kat 1 


_ © 
1 \ 7 


4 a AZ ” W | 8 1 4. 4 
«4519 nM 10 1561 is "Fo 
12 


1 HE wield of a nies! 1* dran 
About twelve feet, and the breadth fx feet, 


cobdtered with ſins green cloth, ſyrronnded with. 


cuſhions to prevent the Balls rolling off, an 
make them rebound. There are pockets at che 


four corneis, and two in the middle opßekté 


euch other, to tecelve the Balls. The making gf 
a Hazard, that is putting the Kdverfary's: Ball 
in one of the Pockets, at the common Game 
reckons two in favour of the player. The rules 
generally obſerved are. 

I. For the Lead, put the Ball at one end, and 
ſtrike it againſt the further Cuſhion, fo that upon 
the return it may be neareſt the Caſhion where 


. The 


yau ſtrike from. 


1165 1% The Fs F Bll32anDs.. 
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I. The Perſon whoſe Ball is neareſt to the 
Cuſhion. i is to lead and.chuſe ER... 
III. The leader is to place his Ball even with 
the Nail, and to paſs the middle Pocket; and if 
he holes: himſelf, he loſes the Lead. | 
IV. The perſon that follows the leader a 
|} Maid within the corner of the table, and nat 
place his Ball beyond the Nail. 

bi He that Ns his OT: 's Ball loſes 
one. | ö 


„ 


Ball, reine . this oi the ker 
who puts in his own, loſes two, 
VII. tie that hoſes. or- pockets both Balls, 
; loſes two. | 
VIII. He that ſtrikes vpon his Adverfary's 
* Ball and holes himſelf, loſes two. 
IX. He that miſſes 'bis Adverſary' s Ball and 
holes himſelf, loſes three. 
. He chat ſtrikes 1. Ball over the able, 


i} 7188 loſes . 


XI. The I who Rrikes his Adyertaey 8 
Ball over the table wins two; but he that ſtrikes 
his own Ball over the table, and miſſes his Ad- . 


| & verſary” 8 Ball, loſes three. 7 


XII. The perſon that retains the end of 1 — 
Adverſary's ſtick when playing, or endeavours 
to baulk his ſtroke, loſes ane. ; 

XIII. He that plays another's. Bal vſthout 
permiſſion, loſes one. 

XIV. The perſon. who takes up his Ball, or 
kis Adverſary s without permiſſion, loſes one. 

| XV. 
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bs one; and if near the hole, loſes two. 


1 The perſon who blows upon the Ball, | 
when running, loſes gays, and if near the holes, 8 


ous Twdere 5, [ 


XVII. He that plays out of his turn, loſes Tung 
XVIII. When the Ball reſts upon the edge of 


the hole, and after being challenged it falls in, 


it does not count, but muſt be ar where. it was 


| BEE, 4745.0 
XIX. Any perſon, not bein: one of ho players, 
topping a Ball, it muſt ſtand in the place where 
it was (topped. 


XX. The perſon who plays without Aa wet 


upon the ground, loſes one. 
XXI. Any perſon is at liberty to change his 
ftick i in play. 


XXII. When any Scouts ariſes reſpeRing 


the play, he that marks the Game, or hs NY 
rity of the company decide it. 
XXIII. Any perſon who lays any wager, and 


does not play, he ſhall not give 1 to the 


players upon the Game. 


© Beſides the common Game Which i is VICE up 


with one on each ſide, and "fifteen when there 
are two on each fide; there are ſeveral kinds of 
Games played at Billiards, viz. The loſing 
Game; the winning and loſing; choice of Balls; 
ue Carambole: 2 Four. game z Hazards, 
„ 

The lofi 2 Gains 1 is the common Game neatly 
reverſed, except hitting of the Balls, which is 
as much to be. attended. to in this as in the other 


Game. : 
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Stroke of a Hazar 
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Game In putting yourſelf in, you win two; : 


dy putting your Adverſary in, you loſe wo; 
but if yo pocket both Balls you get four. 
| e winxing and h/ing Game is à combinatic 


- of both Games; that is to ſay, all Balls chat are 
made, reckon; and double Balls four. At this 
- Garne, and alſo at the loſing Game, knocking | 


ber, or forcing the Balls over the Colhis „ do 

not edu ag at the common Game. 

soit of Bulls; is chuſing each Time which 
- palidiheployerp 


und ain 


EN advantage, and is reckoned between even 
f players to be equal to receiving about 8 and 9. 


Carambole, is a ſpecies of Game played 75 : 


three Balls, one being red, which is neutral and 
is placed upon a Fg upon a Line with the String- 
Eac 
play from a Mark 
Line With it at the other end of the Table. The 


chief object of this Game is is 10 hit With your own 
Ball the, 175 her Balls, Which i 1$ alled A 


| „ aid by which the player wins two. 
Putting i in the red br nubtrab Bal] is three, the 


. Balis. The zame 


ſixteen up 
of this Game, . after waking 


kief object | 
wha we have been . 40 the Carambole 
Stroke 


de opponents, at the, firit 
upon a 


; lexfes; which is doubtleſs a great 
_ >gdveotd . and Fo genetally Played aunt lofing 


Cds Point offiting Caſhin, 4 
8 . 8 before you touch yb¹ỹũmNadver - 
| Ball; otherwiſe you loſe a Point: This is a 


— 


V  Adverſary's Ball wo, fo; wat Seven may de 
'f; gainedatone Stroke, bycaramboling' and putting 
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Hades is the Baulk 4. that i is to pc 
Ball, and bringing your own Ball and the red one 


below the Stringing Nail, from whente ibe 
begin. By this means, the Adverſary 


_ Playars 
is obliged to play Bricole from the oppokte 
— Eolkyon, to his great diſad vantage 
Pry. Wt 15.8.Game/that.depends Sti l upbn 
tue m aking of Hazards, without any regard to 


any Game or Score. Any number gf, per ſons, 


as far as ſix, may play, by having Balls chat are 


numbered. The perſon who. Pockets a Batkrg- - 


ceiveß the 8 Sum played for, of, the, owner, ot the 
Ball p ocketed; and the perſon who miſſes 2 


Anh Ne price: 'of 2 Manns ee en 
Ball be plays apa. inne ; b. 8 
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Ten to one is generally laid 21 to 1, but is in 
reality much more, though not commonly laid; 
bdut calculated as near as' poſkble to be goto 1. . 
WW - 11 to 1 -is 60 tor 
3 to 2 is 


6 tor 
7 tor 


10 to- is about 20 to I 
11 to 2 - is- 21 to f f 
often laid - 23 tor _ 


— — 


5 to 4 g 


7 to 4 
2 to 1 
4 to 1 


5 9 to 4 is 
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1 8 ä 


7104 | 


2 t0 


10 to 7 - is = - 


il n 


pita; 
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hs 0 81 


9 -S 0 2 t0 1 ON 8 IT 10 9 


5to 4 | 


9 to 2 
10 to 4 is 10 tor 
5 11 to 4 is 12tol 


5 do 


11 all- is 
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When he who gives. another two 
18— 1 to Ty that N 
1 to 2 is to 4] t 2 is 9 to 4 
2 all is 3 to 2 8 to 2 is 10 to 1 
3 to 2 is to 2 9 to 2 is 11 to f 
4 to 2 is 5 to 810 to 2 is 27 tot 
S ta „ 020 2 in to 2 is 31 to 1 
6 ta 2 is 4 toi. 6.” $58 
' When he who gives e 
is — all, that 
4 all is 20 24 8 40 4 is 5 ton 
5 to 4 is 5 to 8 9 to 4 i 6tou 
6 co 4 is 5 to 210 to 4 is 15 to 1 
7 10. 4 is 3 to 1 | 11 to 4 is 16 to 1 
6. all - is - 4 t0 31 9 to 6 is 3 ton 
7 to 6 is 8 to 210 to 6 is 6 to r 
8 10 6 is 5 to 2 I to 6- is» 7 to 
When he who gives another two 
p is er — 8 40 .— that > 
Bto.7 is . 2ito 1 10 to 7 - is- 6 ·0 4 
9 to 7 is 5 to 2 21 to 7 - is 7 to 1 
8 all- is 3 0 4 10 ta 8 - is- 3 to l 
9 to 8 is 375to 2 fi to 8 - is 4 to 
9 ell is 4 to 4 II tog - is; 3 to 1 
eee 5 W222 ©. £11 | 
10 ali >” is - 6 to 5 | to 10 is 


7 to 5 


7 
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When . 
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; When he who receives two from another? 

| ; Iz lte. that 

love is F to 4] 8 dito « is » 850 1 
2 ditto -i biz o Unto 32's» eto 1 

8 9 to 510 dito - is 21 to tf 

6 ditto = oy — 3 1 1 ditto fs 4 23 to 1 


ditt bz 
9.6 ew be FE WhO rho eee 006 ri aflotber, 


. _ is 6 to 4, that 
6 to 4 is 5 004 80 3 to 2 
7 1e 4. dis 3 0 % 10% 4 i >. 18 40. 4 
8 te . 3 to 1 % 4 6 19.20 I 
r GG. 160 nad Ve 
8 to 6 is 3to 9 = to 6 56 40 1 
9 20: 6 is 17:10 4 e 6 518 * 2 
2 215 22 1 Nie ——ů— 90 0 
8 toy - is --5-40 4 10 0 25 — 18 2 to f | 
9 toy - is -—-3-to 2 [to 7 - is to 2 
When he who-receives two from another, 
PRA is 9 to 8. — that: 
9 to 8 is 7 to6]11 * 5 to 2 
10 to 8 is 2 to N 


9 all is 4 to “3 [it to 9 - is - 2 to 
10 to 9 is - 7 to 4 | : Fo. 
6 Ae £7 d\ \« Apa 4 
11 to ro - is even |. a1 all - is 4 
When he who receives four from another, 
x is—6 love, that 
6 love - is - 2 to 1] 9 ditto - is 6 to 1 
7 ditto - is - 5 to 210 ditto - is» 16 tot 
8 ditto- is- 5 to 1 III ditto- is - 17 to 1 
8 Agdaft him, | 
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91-00% ft nf . 


1 3 80 2 9 to 2 is 9 to 2 
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Fey 


6 to 2 
TINY 8$tog]10 to 2 - is - 12 to 1 
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8 is - 4 co 111 to 248 53010 l 


7 - Common, Odds: of the Hazard op 88 
0 ate 


10 ee 2 are e the odds of the] Haz Za 
Ele 38 0 
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When; 3 8 Sen, the odd sig to 81 9 » 
When 4 re given, the odds are 3 to 27 © 
When bo ind given, the odds are 8 to 5. 
When 6 are given, the” odgs are 2 to 1. 
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of 


together, between even players, are, 3 to 1 
233 together are — 7 Co 1 
94 ditto are — 15 tcœQ I 


5 Gitte 8 . are 2˙⁰ F 57 31 to Me: 


6 esc are — (2 to 1 
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LAWS oF CRICKET: 
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> * 


. T. \ Be Ball muſt * about 3 ounces 5 


2 half, and mult not exceed five ounces i | 
and three quarters. 


It muſt not be changed duridg the Game „ib. 


out the conſent of both parties. . 


The Bat muſt not exceed four inches and one 


quarter in the broadeſt part. 


The ſtumps ſhould be twenty. two inches, — 


the Bail fix inches long. 
The Bowling Creaſe, which is ; parallel withi 
the flumps, muſt be three feet ĩ in Jens wha 
Return Creaſe. 

The Popping- Creaſe i to be three feet ten higher 
[ from the Wickets; which muſt be oppoſite to 


each other, at twenty two yards diſtance. 


The party which goes from their own county 
or bome, ſhall have the chaice of the Innings 
and the Pitching of the Wickets, which ſhalt - 
| be within thirty yards of a centre fixed by 
ö che Adverſaries. : 


1 Tre 


* 


—— WO Aw ö Aa 


The Gann CRICKET. | 


The parties meeting at a third place, the EY 


lers toſs up for the Pitching of the urſt. Wicket, Nh 


and the choice of going in. 


The Ball muſt be dene by the Bowler with 


one foot behind the Bowlipp- Creaſe, and within 


the Return-Creaſe; and he fhall bowl four Ballss 
before he changes Wickets, which he ſhall do = 


bur once in the ſame Innings. 


The Bowler may command the player at his 


Wicket to ſtand on which fide of it he pleafes. 
The Stricker, as every one knows, is out if the 


Bail is bowled off, or the RP cr out of 
the Ground: Rid © 

If the Ball, Hob 2 bake” over or under bis 
Bat, or upon the Hands (but not Wrilts) i is held 
before it touches the ground, though it be hugged |}. 


to the body of the Catcher, the Striker is out.. 


If, in triking, both the Strikers feet are over 


the Popping-Creaſe, and his Wicket is put doun, 


except his Bat is grounded within it, he is ut. 
if the Striker runs out of bis ground to hinder 


A Catch, he 1 is out. 


If a Ball f is ſtrack op. and he wilfully artes 


it again, be is out. 
If, l running a Noteh, the Wiebe is ſrucß 


down by a throw, or witb the Ball in hand, be- 
ſore his fobt, hand, or Bat, is grounded over 
the Popping- Creaſe, ke is out; but if the Bail 


is off, a Stump muſt be ftruck out of the ground 
by the Ball. 


It the Striker i or r ken: op the Ball Nel 
fore it has Jain ſtil}, unleſs at the requeſt, of the 
* re. he i iS Out, | | 


. — 


* do. ages, 2h] * Ry 
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")7 ex. 37 
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x . * 2 2 4 * 
* ' 2 ry : 
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tention to ſtcp the Ball, and actually prevents the 
Ball from hitting bis Wiches bychs he 8 ont. 
is en the players have run by each other, he 
that rans for the Wicker tbacis put down is out; 
Hut if they have not paſſed by each other, he 


that has left the Wicker dhhat is put down E 


8112 


hilethe Ball remains in the, Bowler's or 
WiekerKieper's hands, he Strikers, are nat ob- 
xd te Retp within theiriground-4ill.the U. 


has called play; but if the player — 
us ground with/awinent to run, before the Ball 


is delivered, the- go er may put him o 
If a Ball is ſtruck up in the Running-Ground 
between the Wickets, the Strikers are permitted 


Ji 11 | 4 Vo1Fhe: puts his leg before the Wicket with i in- 


to hinder its being carched; but they muſt neither 


| ſtrike at, nor touch the Ball with their hands. 


When the Ball is ſtruck up, the Striker may 


if | 8 guard his Wicketeither with his Bat or his Body. 


If, in Sipgle-Wicket Matches, the Striker 


moves from bis Gropng so {irike at che Ball, be 


mall have no Notch for fach ſtroke © © 
The Wicket-Keeper is to ſtand ata proper diſ- 


tagce behind the Wicket, and ſhall not move till 
the Ball is delivered from the Bowler's hand, and 
mall not by any noiſe, &c, incommode the 


Striker - and if his hands, kaees, foot, or head, 
de over or before the Wicket, n the Ball 
: hir it, it ſhall not be out. 


Two minutes ſtiall be allowed by the Umpires 


for each Man to come in, and fifteen miautes be- 


tween each Innings; when the Umpires call play, 
oe 8 ee, to La hall loſe ie March. | 
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The Umpires are the Tote" judges" of fair and © 
unfair play, and have = par deten all 
diſputes. (1,38 as, 16 glos 

A'Sirtker bein 8 her) the Umpires are to Ellen 
another to come in, and the perſon, hart hall 


have his hands im any part of that Innings. 


But they are not to order a player out, n aleſs 
appealed to bythe: Ad verſaries. 119! eg Feſt” 


If the Bowler's: foot is not really behind the 


Bowliag⸗ Oreuaſe, and within the Return Crenſg, 
wee eee the Ball, the pre onatked 
ught to call Nu Ball. 1 0 zin 
Wien the Strikers run a (hoes d 
50 veg. are rn _ eee 
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| x The Pent- houle over this long Gullery, on which 
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IF uſual Size of: 2 Tennis- Court is ninety- 
fix or ſeven feet in length, by thirty. three 
er four in breadth. A Net hangs acroſs the 


mode, over which the Ball muRt” be truck, hae 4 


make any ſtroke good. A Tennis Court 

long covered paſſa e before you enter the Dede, 
f, ectators uſually ſtand; into 

which „whenever a Ball is played, it counts for 

a certain ſtroke; This long paſſage is divided 

into different galleries. viz. fromthe line towards 


the Dedans, is the firft Gallery; door, ſecond. 


Gallery: and the laſt Gallery; which is called 
the Service-lide. From the Dedans to the laſt 
Gallery ate the figures 1, 2, 33 4. 5, 6, at a yard 
diſtance from each Scher, m irking che Chaces, 
one of the moſt effentia? parts of this Game. On 
the other ſide the line is the firſt” Gallery; "Door," + 
ſcond Gallery, and laſt Gallery, which is called 

the Hazard-ſide: Every Ball which is playedinto 
the laſt Gallery, on this fide, tells for a certain 
ſtroke, -the (ſame as into the Dedans. The 
Fpures'r;, 2, are between tlie ſecond and this laſt 
Gallery, marking g the Chaces on the Hazard · ſide. 


the 


* yu +5 rakes ths. — IRs ure. — ———— — — hs 


/ y - 


a ſer of Tennis, and if the player fails ſtriking 


the Ball (fo as to rebound from the Pent-houſe) | 


over a certain line on the 'Service-{ide, , it is 


reckoned 2 fault; two of them are counted for a 


ſtroke! If the Ball paſſes round the Pent-houſe, 


on the oppoſite ſide of the Court, and falls beyond 


a particular deſcribed line, it is called Paſſe, and 
goes for nothing; the player is to ſerve again. 


Ona the. right-hand of the Court from the DS 
dans, a part of the wall projects, in order to 


make a variety in the ſtroke, and render i it mots 


difficult to be returned by the Adyerſary, and: is 8 | 
called the Tambour: The Grill is the laſt thing 
on the right - band, wherein if the Ball. is-ſtguck, 3 


it is reckaned 15, or a certain ſtroke, 5275 
Six Games make a ſet; of Tennis, but, if What 


is called an Adverſary ſet is played, two ſucceſs 
fave. Games. above five Games mult be won to de- 


cide;. or, in caſe it ſhonid be fix Games all, two 
ſucceſſive Games quſt {till be won on one. fe 0 to 
conclude the ſet. 


When one player gives 155 Service, i in 8 10 | 


begin the ſer, his Adverſat y is ſuppoſed to re- 
turn the Ball, wherever, it falls after the firſt re · 


bound, untouched; for example; if at the 


figure 1, the Chase is called at a yard, that is. to 


ſay, at a yard from the Dedans; this Chace 


remains till a ſecond Service is given, and if the 
player on the Service- ſide lets the Ball go after 


his Adverſary returns it, and if the Ball falls on 


or between any one of theſe ſigures, they muſt 
e files, for he vill be then og the tazarde 


ae 
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ade to play for the firſt chace, Which if he wins 
by ſtriking the Ball ſo as to fall, after its fick re- 
bound, nearer to the Dedans chan the ßgure 1, 


without his adverſarꝝ a being able to return ĩt rom 5 


its firſt rebound, he wins a Stroke, and then pro- 
ceeds in like manner to win a ſecond. N ka 2 
When a Ball falls on à line with the &irſt-Gallery, 
Door, ſecond Gallery, or laſt Gallery, the Chace 
is alſo aalled at ſuch or ſuch a place, gaming the 
Gallery, erg. If it is juſt put over the line, it is 


called a Ghace at the line. When therglayer on 


| en fide returns a Ball ſtrong enaugh.to 
ſtrike the Wall on the Hazard - ſide, ſo As dere. 1 


bound, after the firſt Hop, over the Line, iti 
alſo na med a Qhace at the Line. 
On the Hazard · ſide the Chaces proceed . 


| the Bollebeing returged either too hard, Vader 


feebly, ſo that the Ball, after its firſt: 5595 god, 
es r 

Hazard: ſide Chaces, in which, caſe, it is a Ch 

at by 2% Oc. provided there is: n Chace EG NI 

ing, and according to the Spot whe it exactly h 

faflo, „When the change ſictes, the player, jy 


11 order to win this Chace, mulf pt che Ball aper; by 


the Eine, am uhere, ſo that his Adverfary dees 


not return it. When there is no Chace; on the 


Hagard:ide, all thote Halls which, ate pat over - 


the Ling from! the Semicer fide, without, being, 


returned, reckon. «<4; 4% 4}. Are 311 40 


Inflead of being markedinee, Awo, three, fours 


the Game is called forth firlk Sy rgkes fect $f, 
for the ſecond, 7hirty; for the third, org and for,» 


I eee, Cane, def be players 99 hor 
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Strokes each; then, inſtend of cilling dt 2 + 
all, it is called Deuce, after which; as {608 ds 
any Stroke 1s got, it is ealled Advantage; and ©} 
in caſe the Strokes become equal again}"Devee 

8 again; F till one of the Players gets we Strokes 250 
= following; to win the Game. eg 
| Ac this Game the odds art very uncertain, 1 
accodtt of the Qbses? 0 
The loweſt odds giver is Nſyrk (et 
choice of the ſides, 954 is the Hbe Ne a» ü 
a Stroke” whetiever the player, ne tetei 

2 advantage; thooſes ; for example, let — 2 7 

806 de forty to thirty, ne who rr OY baking 

the Biſtue becbmes Game. 0 

Fifteen, is a Scröne⸗ geen at we begining 0 | 


9 a Gate. DI9IOTQ 250653 SHOT AUth GT8SS3Hugft ys | 
© HOW thirhy is Fifteen g wen the: firſt ume, y 
„and 73 the feconth; « and de cn e che belt 74 
Wy  Thirty,** Derry, W r 206 e ir % els} | 
8 > Half Conrr; is oblgigz ene haf2robh- play HI 
nil foro the Adverſary's Half court, And is of great 
bs advantage to the Advefſary. 012021910098 En g 
Touch no Wall, is andter Conſiderable Wragdic) | 
z! tage given'to'the Adverſarg250) ed t- 19b10 | 
Round Sbrvice, is ſerving the Ballir6und)tHe!: :þ 
4 Pent-bbyſe25%) 56 4 5197 nod W f nag351oe | 
1 the Dedans, Tümbourf Grill; r the laſt Gallery, 


Barriig the Horus HNA dsh bet reekoning ! 
or the Hazard- ſide, c. Ge. 4040 booty! 97 
| 


2 The odds öſoally laid mating alte waßtes fon 
dib differente of play abd particular circumſtagees, 


516 are as;foflows*\ 700 e wits e e 
1 e firſt Stroke deing won, that is, Leia | 
I | Love, the odds are. TD er 1 
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When, two Games to one 


When three Games to two 


h When four Games to three 


. Thirty Love 
4 Forty Love _ 
uz fifteen 
Forty ſifteen 

Forty thirty 


1 11 


[I 115 


56 T he odds of a four, — ſer, . even 


players, when the firl Game 1 iN Nag ate 7 to 4 
When two Game Love | 4:to I 
4 Three Games Love 


14] 


Three Games to one 5 to I 


The odds of a ſix Games fer, between even play» 


ers, when the firſt Game is won, are 3 to 
When two Games Love 2 to 
Three Games Love — 3 up 
Four Games Love Io to 

88 Fives Games Love 21 to 

When two Games to one 8 to 
Three Games to one 
Four Games to one — 
Five Games to one 


Four Games to two — 
Five Games to two — 


114 


Fives Games to three — 5 to 


5 The odds of an advantage ſet, between even plays 
ers, when the firſt Game i is won, are 5 to 
When two Games Love 

Three Games Love —- 

Four Games Love 
Fives Games Love 
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When two Games to one 
Three Games to one — 
Four Games to one — 
Five Games to one — 

When three Games to two 
Four Games to two — 
Five Games to two N 

When four Games to three 
Fives Games to three 

When ſive Games to four 

When ſix Games to ite 
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| | is Game may be Hazel by any OY 

> Be. of perſons. He wha takes the Box an 

' Dice throws a Main, that is to ſay, a Chance 

WC, for the company, which muſt be above four, and 
Eg not exceed nine, otherwiſe it is no Main, con- 

# ſequently he maſt keep throwing till he brings 
five, ſix, ſevel, eight, or nine; this done, he 
muſt throw his own chance, which may be an 
above three, and not exceeding ten; if he throws. 


N two Aces or Trois- Act (comnionly called Crabs). 
-  & - he loſes his Stakes, be the company's Chance, 
I - which we call the Main, what it will, If has” 


Main ſhould be ſeven, and ſeven of eleven it 


105 thrown immediately after, it is what is called 
I Nick, and the Caſter (that is the preſent player! 
1 Wins out his Stakes. If eight be the Main, and 
I eight or twelve is thrown immediately after, it is 
19 aqlſo called a Nick, and the Caſter wins his Stakes. 
Wy The Caſter Throwing any other number for the 
I Main, ſuch as are admitted, and brings the ſame 


11 number directly afterwards, it is likewiſe termed 

ma a Nick, and he alſo wins whatever Stakes he 

ER has made. Every three ſucceſhve Mains the 

I Caaſter wing, he pays half a Guinea to the Hox 

3 farnifher of the Dice, 

7 At this Game the meabing of 4 Staks or Bett 

N ſomewhat differs from any other. If a perſort | 

TL | chooſes to lay ſome money with the Thrower of 
T3... ee 1 


AA, — — — — — — — « 
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WT Caſter, be muſt put his caſh upon the table, 
1 14 within a circle which is deſcribed for that pur- 
VR poſe; this done, if the Caſter agrees to it, he 
I knocks the box upon the table at the perſon 8 
1 lf money with whom he intends to bett, or partieu- 
11 larly mentions at whoſe money he throws, which 
is ſofficient, and he is obliged to anſwer roger | 
ever ſom is down, unleſs "the Staker cal ” 
[Mi cover; in that caſe the Caſter is obliged to > 
| alſo, otherwiſe the Betts would be void. It is 
optional inthe perſon who betty with the th rower, 
to bar any throw which the Caſter may be going 
to caſt, provided neither of the Dice is feen; if 
one Die ſhould be diſcovered, the caſter muſt 
throw the other to it, ualeſs the throw is 
-barred in proper time. ; 
T Thecommon odds, which are eſſentially neceſ· 
fary to be underſtood, before any body attempts || 
to play or beit at this Game, are as follow: | 
Ul} : If ſeven is thrown for a Main, and four the 
11 | | Chance, it is two to one 2gainſt the perſon wha 
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throws; If {ix to four is thrown, five to three; 
jf five to four is thrown; four to three: ſeven to, 
nine, three to two; ſeven to ſix, three to two 
barring the two Trois, with the two Trois, only ( 
| fix to five: ſeven te five, three to two: fix to 
Fre, an even bett, tarring the doublets or the 
| if two Trois; with the Trois, five: to four : eight 
| To five, an even bett, barring the two Fours, five 
to fourwith the two Fours : nine to dive, even: 
i | nine to four, is four to three: The Nick of Seven 
s ſeven to two, but often laid but ten to three, 
WAY! and five to one you do not Rick Six or PO. 
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To illuſtrate theſe calculations Rill more 
clearly, peruſe the following Table. 
| | enen e e cares, „leg 
| e pk r 575009. 200” 50 80 
6 to 4 is 5 to 3 een PAR 
5 to 4 is 4 to 3 e #34 HUI OI 
op £029 in: rt . OY 
7 to 67 3 to 2 being ee 
6 to 35 With ro two La 
7 to'g is 3 to 2 50 as 
6) 6 to | 5 even, N two o Trois" IS 009%, 
15 5 to 4 with two Trois. 405 
| 5 8 5} even, barring two Fours,” 113 Q? 
15 . 5 to 4 with two nge 0 one 
oo Li Of to 5 is even 5 n eee 
| 2. do 4 is 4 to 3, +3 1 221188 
The Nick of Seven i is ſeven to two, ofre 9 ag 
| #epito three. 18 
The Nick of Six and Eight 3 is fre to ohe. 
A perſon ought to be perfectly maſſer of theſe 
| cs ſo as to have them as quick as thought, in 
order to play the prudent Game, and to make 
uſe of them by way of inſuring Betts in what is 
| called Hedging; in cafe the chance happens to be 
( not a likely one; for by taking tbe odds à ready 
enleulator ſecures himſelf, and often ſtands part 
of: his Bett to a' certainty. ' For example, if 
Seven is the Main, and Four the Chance, and he 
bas five pounds depending on the Main, by tak- 
ing fix pounds to three, he muſt either win two 5 
3 pounds or one pound; and on the contrary, if he 
„ || does not like his Chance by laying the odds 
|} againſt bimſelf, he muſt ſave in Proportion 0 
R the Bett he has made. Tut 4 
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H 18 Game depends entirely upon chance, bw 


being ſoon decided, and not requiring that 


Attention which moſt other Games on the Cards 
do, it is therefote calculated for thoſe who lorg | 
| if ſport upon an equal Chance. 


It is called Quinze, a French term from fifteen 


being the Game, which muſt be made in the fol- | 
lowing manner: Firſt, the Cards muſt be ſhuffed 


by the two players (for ſeldom more than two 
play this Game) and when they have cut for Deal, 
which is the lot of him who cuts the loweſt, the 


Dealer has the privilege to ſhufflle them laſt; the 
Adverſary then cuts them, after which the deales 


gives one Card to his Adverſary, and one to him- 
ſelf ; if the Adverſary diſlike his Card, he may 


have as. many Cards given him, one after the 
other, as will make ſifteen, or come neareſt to it, 
which are uſually given from the top of the Pack: 


For example, if he ſhould have a Deuce, and 
draws a Five, which make ſeven, he muſt go on 
again, in hopes of coming nearer to fifteen, if he 


draws an Eight, which make juſt fifteen, and | 
| beingeldeſt-hand, he is ſure of winning the Game; 


but if he over · uw himſelf, and exceed the num- 
ber of fifteen, he loſes, unleſs the Dealer does 


the ſame, in which caſe, itis a drawn Game, and 


they double their Stakes; thus going on till one 
of chem hagwon the Game by ſtanding, and be- 
ing neareſt to fiſteen, &c. At the coneluſion af 

each Game the Cards are ſhuffled, and the players 
cut for deal, the elder · hand has the ie 
in this Game. ; 9 THS 
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GaMEo or  LANSQUINET: | 


"His way. be Mg by wah any number. 


of people. The Dealer, begins by 25 


ſhuMing the Cards, and having them cut by any 


. Other perſon of the party; after which he deals 
out two, Cards on his left-hand, turning them 
up; then one for himſelf, and a fourth, which 
he places in the middle of the Table, for the 


company, called the ræjouiſſance Card. Upon this 


Card, any, or all of the company, except tb | 


Dealer, may put their money, which the Dealer 


is obliged to anſwer, by ſtaking an equal ſum to 


the whole that is put upon it by different per- 


ſons. He continues dealing and turning the Cards 5 


upwards, one by one, till two of a ſort appear; 


for inſtange, two Aces, two Dedces, Gr. which 
in order to ſeparate, and that no perſon may miſ= 
take for ſingle Cards, he places on each fide of * 


his own Cards; and as often as two, three, of the 


fourth Card of a ſort come up, he always places 
them, as before, on each ſide his own.” Any - 
ſingle Card the company has a right to take and. 

put their money upon, unleſs the Dealer's own © 


cardhappens to be double, which frequentlyoccurs 
by his Card being the ſame as one of the d 1 
hand Cards Wan he firſt of " dealt our oh uis 
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"as his own.Card remains undrawn he wins; and 
© whichever Card comes up firſt, loſes. If he e 

or deals out the two Cards on his left, which ate 
ae the Hand- Cards, before his own, he is en- 
titled to deal again; the advantage of which is 


lf . no other, than his being exempted from loſiogg 
| | hen he draws a fimiliar Card to his own imme- 


e after he bas turned up one for himſelf. 
This Game is frequently played more ſimpl7 
Without the rejouiſfance Card, giving every perſon 


£14 gometimes it is played by dealing only two Car! 
bone for the 3 and another forthe i; 
Ih r 5 


3 
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round the Table a Card to put their money upon. 
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